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MDK, Hexen 2, King’s Quest VIII, Armored Fist 2) 
Callahan’s Crosstime Saloon. Magic) The Gathering: : Battlemage 

Deadlock, Z, Deadly Games, Gene Wars, Virtua Fighter. PC 
Daggerfall, The Neverhood Lighthouse, MechWarrior 2: Mercenaries 
F-22 Lightning Il, Hind, NHL 97, NBA Full Court Press, Madden NFL a7 
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GO WHERE NO MAN 











HAS EVER COME 


== eRe 


QUT ALIVE NOTICE 


WE SAID “MAN.” 


IF THE GAME GRAPHICS 
DON’T BLOW YOU AWAY, 


ONE OF THESE WILL: 





OMETIMES, 


HAVING A 


Sometimes, you also need guts. Or a brain. Or quick 





TREASURE SEEKIN( feet. Other times, you need all of the above plus 


PUZZLE SOLVING, ALLIGATOR 


WRESTLING, AND STILL TIME 


grenades, a shotgun and a matching pair 


FOR A 








of nine millimeters. Such is your fate 


when you control Lara Croft, heroine 


heartthrob of Tomb Raider. 
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PlayStation . 


Eipos INTERACTIVE, CoRE, TOMB RAIDER, LARA CROFT AND HER LIKENESS ARE TRADEMARKS OF 
Finos, Pre. ©1996 EIioos 


NOTHING LIKE A 
LITTLE SWIM BEFORE 
FENDING OFF A PACK 


OF WOLVES. 





KILLER BODY ...... 


\ BRIGHT LIGHT 


J U oT IS N ° T E N O U G - - : e ; : | | : “ : 


Lara has her sights on a few ancient artifacts, and 


she’s not going to let anything or anybody get in her way. 


Alligators. Wolves. Thugs. They're all tempting fate once 


in Lara’s path. But hey, what's a little temptation? 


Especially when everything looks this good. In the game, 


we mean. Check out Tomb Raider at www.tombraider.com. 
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ANDERSON, 


NEED A VOLUNTEER. 






al. 





THAT TANK OP THE 





ROAD? SOMEONE’S GOTTA 


TARE iF OUT. 





f NEED SOMEONE I CAN 





COUNT ON. SOMEONE WHO’S 
MAN ENOUGH TO RUN 
THROUGH MACHINE GUN FIRE 


TO GET THE JOB DONE. 


AND ANDERSON, 


THERE COULD BE A MEDAL 


IN IT FOR YA. 


Anderson, Chuck. Sergeant. Leads 2nd Platoon’s Recon team. Probably gotta 
wife back home. Damn good soldier. You give him an order and he figures 
out the best way to get the job done. So what’s he doing cowering behind 
that bombed-out farmhouse? 

Saving his own butt. 

That’s what you should expect if you order him to do something crazy. In 
Close Combat everything reacts like 
it does on the battlefield, from 
the ripping canvas hiss of the German 
MG42 machine gun to the screams 
of the men it hits. It all goes down 
right in front of you. In real time. 

So there’s no time to thumb through 
the manual. You work your mouse like 


Americans vs. Germans: 


<—ecce oe Me. Wiichiside. soo a weapon. Point and click and boom, 





Ct so 
: gonna take? 


the shooting starts the second your 
men step off Omaha Beach and it don’t let up ’til they’ve 
taken Saint-L6. Troops, terrain, situations —if you want 


you gonna take? to get any more accurate, you’ll have to shave your head. 





Wanna go head to head with other military geniuses? All you 


need is:.a TCP/IP connection. And guts. -- Download the trial 
version and start your 


To experience Close Combat visit your nearest basic training today. 








recruiter or head straight for:the battlefield 


at http://www.microsoft.com/games/kickbutt/ 


Micresoft 


Where do you want to go today?” 


COMPUTER 
GAMES 
STRATEGY PLUS 
kKkewekk 
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...it left in its wake the most revolutionary new 


HEOGUC TIONS 








A, the wizards and magicians in the Realms could never have predicted what happened 
that mystical night in the dungeons of Undermountain. After all of their spells, conjuring, 


and attempts to see the future, the future literally crashed down upon them. With deadly force. 
It left an indelible mark. It affected their vision. Their movement. Their way of life and 


death. It changed their history as well as their future. 
Introducing DESCENT TO UNDERMOUNTAIN”, the most revolutionary new AD&D* 
FORGOTTEN REALMS action RPG game in centuries. Based on the hugely successful 


Descent engine, the dark inhabitants of Undermountain’s stone belly now experience 3D 
vision and 360° movement. Perhaps it was the strange visitor from the future. Perhaps just 
the trauma. But multiple characters are now 


developing in the cracks and under the rocks of ancient caves. 
All of this, along with multiple player options has forever changed the face of the AD&D* 
FORGOTTEN REALMS world. What came down from the hereafter that fateful night, is 


certain to continue down into history. And down. And down. And down. 






Download the interactive preview at www://Interplay.dragonplay.com 


©1996 Interplay Productions. All rights reserved. Decent © 1996 Parallax Software. All rights reserved. 
DESCENT TO UNDERMOUNTAIN, ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS, and the TSR logo are trademarks of TSR Inc. All rights reserved. 
INTERPLAY is a trademark of Interplay Productions. All rights reserved. 


RPG game to date. 


< THE AWARD WINNING 
DESCENT” ENGINE MEETS THE 
MOST FAMOUS AD&D* WORLD, 
THE FORGOTTEN REALMS® 





FULL 3D, 360° FIRST PERSON 


ACTION BASED ON THE HUGELY 
SUCCESSFUL DESCENT” ENGINE 


CHARACTER DEVELOPMENT IN 
OVER 20 DIFFERENT MAGIC- 
RIDDEN DUNGEON LEVELS 


First AD&D* ACTION RPG 
WITH UP TO 4 PLAYER 
MODEM/NETWORK O 


RATING PENDING 
—— 


ENTERTAINMENT SOFTWARE 
RATING BOARD 








BY GAMERS. FOR GAMERS.” 
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- You Can't Keep a Good Guybrush Down 


Looks at King’s Quest VIII, Hexen 2, BomberMan, Realms of the Haunting, 
Diamond Monster 3D, Voice Commander plus much much more. 


B2 Activision’s Gaming Arsenal — Scott Udell 





36 —_ LucasArts’ Star Wars Tilogy — Steve Bauman 


Legend has a beer with Spider Robinson as they bring Cal/ahan’s Crosstime 


46 Spider's Web — Cindy Yans 


Saloon to a PC near you. 


0 — The Strategy Wizards of Oz — Phil Thé 


this interview. And have a Foster's, mate. 














Cavewars — Scott Udell 


MDK — Steve Bauman 


Magic: The Gathering BattleMage — Scott Udell 
Armored Fist 2 — Steve Wartofsky 
Galactic mlisgie = Scott Udell 





| Kal 95 and Internet Gaming — Jason D’Aprile 
70 The hap of Kali — Ryan Brush 





Command Post — Scott Udell 
Reviews 


Deadlock: Planetary Conquest is an interesting, but not spectacular, galactic con- 
quest game. Other reviews include Z, Jagged Alliance - Deadly Games, Gene 


| Wars, Chessmaster 5000 and Rostov. 

92 Age of Rifles Tips — Tom Chick 

98 Afterlife Tips — Chuck Klimushyn 

104 — Robert E. Lee: Civil War General Tips — Robert Mayer 
acti 


® 
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Cheat Thrills — Steve Bauman 
Reviews 





Classics, MegaRace 2, Deadly Tide and Assassin 2015. 


ISSUE 73 


LucasArts stars at ECTS with two new game announcements. Also look for First 


| LucasArts readies a companion to George Lucas’ Star Wars trilogy with the 
| upcoming releases Rebellion, X-Wing vs. TIE Fighter and Jedi Knight: Dark Forces Il. 


You know and love their games. Get to know Gregor Whiley of Australia’s SSG in 


Want to blow up some robots? Interplay has the game for you: Shattered Steel. 
Also reviewed: Virtua Fighter PC, Monster Truck Madness, Time Commando, 
Marathon 2: Durandal, Hellbender, Return Fire, Road Rash, Williams Arcade 
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Road to Nowhere — Cindy Yans 
Boots of Re — Andy Backer 


Reviews 


Is The Elder Scrolls: Daggerfall the best role-playing game ever created? Hmm, 
maybe... Also reviewed: The incredible The Neverhood, plus TimeLapse, 
Lighthouse, Azrael'’s Tear, Sherlock Holmes: The Case of the Rose Tattoo, Mummy: 
Tomb of the Pharoah, Creature Crush and Exile. 


146 The Pandora Directive Tips Part Two — Andy Backer 
Albion Tips — Andy Backer 



























162 Air Combat Advisor — Ben Chiu 
166 Reviews 


A clunky interface hampers the robot-blasting fun to be had in MechWarrior 2: 
Mercenaries. Also reviewed: F-22 Lightning II, Hind, A-10 Cuba!, NATO Fighters 
and Flight Simulator 6.0. 


AH-64D Longbow Tips Part Three — Jom Chick 


Back to Baghdad Tips — John Nolan rev 





Classic * *& ¥*& 


Excellent * * * 
Good * * *& 
Fair %& %& 3 
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186 Reviews 
So close; unfortunately, NHL 97 doesn’t play as well as it looks. Also reviewed: > 


NBA Full Court Press, Solid Ice, NCAA Chamionship Basketball, Madden NFL 97. 
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demos - m 
Battleground: Waterloo Instructions 

Deadlock Deadly Games Windows 95 : 
mB joes disc will adtofiley. 6M fall (0 el 
FPS: Baseball Pro ’96 AD&D: Birthright on your ge (located in 
Archimedean Dynasty Alien Trilogy Computer”) and select OPEN. Dou 
DeathDrome 3D0 Games: Decathlon insipllsicdl 
G-Nome SWIV 3D Windows 3.1 

4 Place the CD in your CD-ROM drive 

: d i, fr e e b | e S 7 | File, Run from the Program Mana¢ 
_— ™ | “D:\INSTALL,” where D:is the lette 
Wizardry VII: Crusaders of the Dark Savant "ROM drive, and press ENTER. Follow 
Heroes of Might and Magic Contest Winning Scenarios tions on screen. After installation is con 
The Lost Admiral double-click the created icon to start. . 
Heirs to the Throne 
Origamo 
features | 
Falcon 4.0 Feature | | rep oa pcants 
. \ original CD to: : 

Activision Trailer | 


Descent to Undermountain Trailer 
Alien Trilogy Trailer 


You've always been a tad 
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AT HOOPS. 











Finally, some PC roundball that 


°F i lets you play just like 


N 


N inthe gym. In other 
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PRODUCT words, like a maniac. 


From the opening tip, NBa Full Court Press” rewards 


your desire to dominate the hardwood by any means 









Houston 
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Sf eo a 3 available. Like high-res graphics that render 
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Slams (yours) in humiliating detail. 





Or Player Intelligence based on real ai iar @ 
NBa coaching. With motion capture of NBa stars, you'll virtually feel the rim as 
you levitate high over the arena. Play with up to tour hoopsters on a PC using 


joysticks or gamepads. Or you can take on multiple players in real time via modem 


x 


or network. and installation? It’s a layup with Microsoit® Windows® 95. Want a pre- 


game warm-up? Checkout www.microsoft.com/sports/slamdunk/. Then get ready to lose it. 
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Where do you want to go today ?™ 


KIDS TO ADULTS 
(1 ©1996 Microsoft Corporation. All rights reserved. Microsoft and Windows are registered trademarks and Full Court Press and Where do you want to go today? are 
trademarks of Microsoft Corporation. The NBA and individual NBA team identifications used on this product are trademarks, copyrighted designs, and other 
forms of intellectual property of NBA Properties, Inc., and the respective teams and may not be used, in whole or in part, without written consent of NBA 
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What if... 


Here’s two rules the whole computer game industry should try for a year:The player can- 
not be killed off, in any way, shape or form. The player must not be made to perform any 
task, or play any sequence through, more than four times in a row. 

Why? I’m not thinking so much of hard-core gamers here; we’re all used to spending 
three hours coursing through a game, only to have our player character killed off to the 
point where we have to start all over again. We’re all used to having to repeat sections, 
sequences, entire levels of games over again, just to get back to that point where some- 
thing new was about to occur — at which point we’d been killed off last time. This is a 
given. It’s sometimes a painful, dreary, boring, I-don’t-have-time-for-this given, — but.. it’s 
a given. 

What about all those people out there new or newer to computer gaming, however? 
How frustrating must it be for them to listen to all the news about multimedia, computer 
gaming, etc. etc. yadda yadda, go out, buy the hardware, buy the software, and then 
never get past the first three levels or missions because, well, it’s just too hard....? 

It’s true, there’s plenty out there that’s all too easy from a core gamer’s perspective 
these days. Not enough AI. Not enough good enough AI. Not enough careful, detailed, 
pains-taking game design (remember that?). I certainly wouldn’t suggest throwing the 
needs of core gamers to the winds just for the sake of embracing a wider audience. On 
the other hand, there continue to be embarrassingly obvious mistakes software designers 
keep making which people working in other industries could never hope to get away 
with if they wanted their work to sell, or even be accepted (send us your list of favorites). 

I’m not necessarily interested here in some globulous mass audience conception, so 
much as the small but potentially exciting crowd of people new to computer gaming, 
interested in the medium and willing to get into the fray. We’re at a point technologically 
where the way can be smoothed substantially for potential new members of the core 
audience; there’s no reason it shouldn’t be. 

The reaction to such issues, on the part of honest, dedicated game designers, has usu- 
ally been to do everything possible to address complaints surrounding a released prod- 
uct, with patches and more patches. Trouble is, that process handles the already-existing 
core gamers (who’re mostly on-line and top of this kind of thing) pretty well, but never 
gets to the larger, “oh well... it doesn’t work, and it’s too hard/easy, so, back to the soft- 
ware store” audience, who might disappear after a few such experiences, never to be 
heard from again. The release-and-then-patch phenomenon is actually the most effective 
way of addressing the most dedicated, aggressive, vociferous gamers; the fact companies 
engage in such subsequent support is evidence they care about this hard-core audience. 

What I’m talking about here, though, isn’t a question of bugs, or specific game design 
problems per se, but more a state of mind people in this industry mostly seem unwilling 
to break out of. Whether it’s the legacy of arcade gaming, the legacy of the technological 
limits of interface and mass storage, or the unconscious acceptance of certain givens as 
somehow intrinsic to the process simply because they’ve been there for so long, doesn’t 
matter; fact is, most games still involve getting killed off, re-starting, getting wiped again, 
starting over again. It sets clear goals and limits, for sure. 

It’s not so much fear of violence in gaming driving this meditation, as fear of bore- 
dom. Where’s all the interaction this supposedly interactive medium has promised? I 
want to know. Some of the most ambitious, epic recent designs, promising more, still 
seem to be running the basic theme of fight/die/win at the back of it all, as if, were that 
left out, players would stop caring. 

Perhaps this is why resource management, sports simulations, real-time combat with 
multiple units are all the rage these days. Each of these offers something beyond 
fight/die/win to aim for. 

Think through what kinds of goals you’d like to see entertainment software take on; 
then write in to us, please, with some interesting new ideas. The industry certainly 
needs them! 





— Steve Wartofsky, Editor 
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n June 22, 1941, ie Berra Beny unleashed Operation Pawwerosea: 
the invasion of the Soviet Union, with almost 140 divisions, including 
17 Panzer and 13 motorized units. ‘Opposing the German onslaught 


were almost 170 divisions, including 32 armored units, of the massive — 


Red sone ‘What Earens next i is 3 up to you. Road to Moscow 1 is a state- 


Or Red Army to Wetory on the Eastern Front’ . — 


HISTORICALLY ACCURATE ORDERS OF BATTLE 


The German and Red Army Order of Battle features thousands of units 
from corps to company-size. An interactive Table of Organization | Browser 
allows easy access to the historical accurate organization of ay unit 
in the game. 


HISTORICALLY ACCURATE BATTLEFIELD MAP 


The Road to Moscow battlefield is an actual 1:2,000,000 scale, 256- color, 
topographical map of the Soviet Union and eastern Poland on June 22, 

1941. This map shows over 20,000 historically accurate geographic locations. 
The scrollable campaign map is the equivalent of 18 full computer screens. 


HISTORICALLY ACCURATE OPERATIONAL PLANNING 


Simply draw your operational plans directly on the game map. Your staff 
will move troops into position, stockpile supplies, allocate air strikes and 
artillery support. Watch the progress of your forces on the map and receive 
a variety of reports from the front as the fighting begins. Road to Moscow 
includes scenarios based on actual Eastern Front operations by both 
armies and a 1941-1945 campaign game. 


OTHER EXITING FEATURES: 


® Generals have individual personalities that affect the ce of 
the troops under their command. 

® Operational plans include phase lines, deception, amphibious and 
airborne landings, commando raids, and partisan activity. 

® An optional political feature that subjects the player’s plans to the 
personal whims of Hitler or Stalin. 

® Original CD-quality music and state-of-the-art sound effects. 

@ Easy-to-use point-and-click interface. 
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Table of Organization Browser showing 1st Panzer Army 


31 duly 1942 


Troops from 8th Panger Division of 40th Panser Corre 
have entered the town of Millerovo 


The primary objective of Operation Summer Kaiser 
has been achieved 





Report from 8th Panzer Division, 40th Panzer Corps 


Playable Windows 95 Demo game at: http://www.arsenalpub.com 





Arsenal Publishing 


Software Copyright © 1996 Battlefield Design Group. Published by Arsenal Publishing, Inc. All Rights Reserved. Microsoft, Windows, and Windows 95 are registered 
trademarks of Microsoft Corporation. IBM is a registered trademark of International Business Machines, Inc. 
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Give specific orders to each 
unit. Determine each unit's 
behavior in combat. Preset 

pathways and waypoints. Place 
a unit on sentry duty or send 
-1t on a hit-and-run mission. 





Sightidg and attack calcu 
take into account, true line- of- 

sight. Realistically modeled ** 
terrain dynamically affects unit 
movement... Tefrain deforms when hit 
with weapon fire. « 


"' * * * 















Design your own miss#@ons. 


i : Create alliances with up to 
’ “eight players by sharing« 
resources and yitelligence. 

. Alsa, inc@udes gigantic playing 

maps, never-before-seen units, 

. and dozens of other features. 
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You can’t keep a good Guybrush down 


Action games are the focus, but LucasArts stars at ECTS with two all-new titles 


ive from England, it’s... ECTS. 

Taking place September 8-10 at 

London’s Olympia Convention 
Center, ECTS is a reminder of just 
how different the US and UK markets 
are. The sheer number of pure 2D 
action and racing games is a testa- 
ment to two things. One, the average 
machine specification is lower in 
England (mostly 486s), and two, they 
like arcade games more than we do. 

When it came to the actual games 
being displayed, most were just 
repeats of games covered in our 
report on the Electronic 
Entertainment Expo in the August 
issue. Most of the games were fur- 
ther along (though 7th Level’s 
Dominion looked less complete: go 
figure). One company, though, stood 
out. LucasArts stunned the show with the 
announcement of two new games: 
Rebellion, the Star Wars game of galactic 
conquest (sure to put the fear of god into 
every strategy game producer) and The 
Curse of Monkey Island. 

You can read all about Rebellion on page 
36, but just as big was the announcement 
that Guybrush Threepwood and LeChuck are 
back in The Curse of Monkey Island. The 
sequel to one of the LucasArts’ most beloved 
series returns to the days when scurvy was- 
n’t an insult, men were men, women were 
salty, legs were made of wood and guys 
named Guybrush Threepwood were actually 
taken seriously. 

The game begins with LeChuck trying to 
woo Elaine, Guybrush’s girlfriend, into 
becoming his undead bride. Guybrush hopes 
to marry Elaine himself, and puts an engage- 
ment ring on her finger which turns her into 
a gold statuette. Guybrush must once again 
rescue Elaine while fighting off innumerable 
pirates. How this all manages to make any 
sense, considering that the ending of Monkey 
Island 2: LeChuck’s Revenge turned the 
whole story into the dream of a kid at a car- 
nival, is a mystery, though considering the 
series’ pedigree, it would have to be one that 





Command & Conquer: Red Alert 








Blue Byte’s 3D Helicopter Shoot ‘Em Up 


begs to be unraveled. 

Virgin and Electronic Arts had their usual 
enormous booths, with Virgin’s looking 
rather satanic. Black-robed guys were sacri- 
ficing virgins while gamers were feasting on 
Command & Conquer: Red Alert. Electronic 
Arts was showing the usual suspects from 
Bullfrog and Origin, but one new game was 
on display, a space-shooter called Darklight, 
which looked quite impressive, as did FIFA 
97 (think NHL 97 on grass). 

MicroProse has always had a large pres- 
ence at this show, and this year was no excep- 
tion. They were showing everything, and after 
spending an hour or so playing X-COM: 
Apocalypse, it’s became clear that it’s going to 
need the original’s turn-based engine. The 
current version was always running in real- 
time, but you could pause the game at any 
point and give your troops orders. This was a 
stop-gap measure (maybe); hopefully, they'll 
make a decision on how to implement turn- 
based play soon. MicroProse also announced 
they have secured rights to produce a game 
on the upcoming Star Trek: First Contact 
film. With Star Trek Generations being a first- 
person game, and with Spectrum HoloByte 
having optioned the Unreal game engine, it 
seems like a logical pairing. 

DID were showing (behind closed doors) 


TFX: F22, their amazing simulation 
of the Lockheed F22. It looks 
incredible, with full support for 3D 
accelerator cards. Interactive Magic 
was also showing its F22 game, 
iF22 Lightning II, and Jetfighter III 
was being shown elsewhere. 
NovaLogic fired the first volley; it 
should be interesting to see what 
the last sim standing will be when 
all four have been released. 

Battlecruiser 3000 was being 
shown, and rumor has it that, at 
press time, the game has gone 
gold and is off to duplicators. This 
should provide lots of fodder for 
online gamers, who for months 
have been critiquing the box 
design of the game (since that’s all 
that anyone’s seen on it for a long 
time). Look for a full review next month (or 
maybe not). 

Gremlin distributes games in the UK 
under its own name, while Interplay handles 
them in the states. In addition to Realms of 
the Haunting (see page 24), they were show- 
ing Re-Loaded, a sequel to their PlayStation 
splatterfest. The PC version features 
improved weapons and special moves. Sand 
Warriors is a 3D arcade game with an 
Egyptian motif; you can read a bit about 
Hard War on page 24. 

Eidos had a big booth and by far the best 
looking women at the show. Three gorgeous 
women were dressed as Lara Croft, the hero- 
ine of Tomb Raider. Blue Byte was showing 
an expansion disk/editor for Settlers II, as 
well as a graphically impressive helicopter 
arcade game (going by the clever name “3D 
Helicopter Shoot ‘Em Up”). 

Sierra was showing their thousand holi- 
day games, empire was showing a new golf 
game and a good-looking flight sim from 
Rowan called Flying Corps. SCi were show- 
ing the games previewed last month (XS, 
SWIV and Carmageddon). 

So many games, so little space. Look for 
more show coverage in this and future 
issues. — Steve Bauman 
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King’s Quest VIII: The Mask of Eternity 


Gone is the feathered cap of Old King Graham - in its aeen a bald oe 


old on, isn’t it time for King’s Quest to 
E & start it’s first “X” title? No, not the one 
where Valanice bares all...the one contain- 
ing an“X” in the title — i.e. King’s Quest IX: 
<something pithy here>. Oh no, sorry 
about that; King’s Quest VIII hasn't slipped 
past at all. That was Torin’s Passage in dis- 
guise. the real King’s Quest VIII is still on 
the horizon and from what we hear it’s 
going to be a real departure from is long 
string of predecessors. 

Roberta Williams, celebrating her 20th 
anniversary of game design and the matri- 








Here’s a beast - all of this artwork is preliminary 
and may not be indicative of the final game 


A multiplayer 


arch of Sierra On-Line, has 
decided to abandon Old 
King Graham and progeny 
(whoops of delight from we 
who have been around 
since KQ/) and to create a 
Big Bang backstory for an 
entirely new cast of charac- 
ters. The Holy Grail wannabe 
of Daventry — a mask of 
sorts — undergoes a massive 
explosion disseminating its 
components in seven differ- 
ent directions. Our new 
hero, Connor, who is 
unlucky enough to be 
emerging from the birth 
canal at the moment of the 
explosion, is grazed and 
scarred for life. Unable to 
locate an entity defendant 
for the ensuing lawsuit, the 
family leaves well enough 
alone. The player takes the 
reigns of the story during 


A modified 
version of 
Dynamix’ 3D 
engine, used 
in sims like 
Red Baron Il, 
provides 

the visuals 
for this 
graphic 
adventure 


Connor's twentieth year (as he is probably 
still trying to find out who to sue). 


bomb from Interplay 


The infamous BomberMan makes its PC debut 


etro gaming continues unabated. 
} A Interplay has two games on the way with 
roots in the console market. First off, 
they’ve announced The Lost Vikings 
2, a sequel to a platform game 
that Blizzard Entertainment cre- 
ated for them a few years ago. 
Also on the way is a version 
of BomberMan, widely con- 
sidered the finest multiplayer 
game available for the 
SuperNES. The Windows 95 
version will add special anima- 
tion, voices and a humor transfu- 
sion, but will allegedly retain the 
gameplay that made the original so pop- 
ular in the first place. 

BomberMan simplicity may come as a 
shock to some gamers. The goal of the game 
is to blow up your opponents. The game 















takes place in a simple maze (sort of like 
coin-op classics Pac Man or Pengo), and 
there is a timer that keeps the pressure 
on players to complete their nasty 
deeds. Power-ups littered 
throughout the maze can 


increase the size of the 
bomb’s explosions, allow 
you to place more bombs at 
one time and give you a 
speed boost. 
In keeping with a mod- 
ern makeover, BomberMan 
will have new 3D rendered 
graphics, with multiple death, 


taunt and secret animations. There will be 
a “classic” mode (just like the original) and 
an “enhanced” version, which adds 20 
“wacky” power-ups like jelly bombs, land 
mines, super-soakers and multi-bomb drop- 


that’s a good thing...isn’t it? — Cindy Yans 








The familiar Bambi-world graphics will be 
replaced by a 3-D polygonal, fully navigable 
environment, and the goal is to strip the 
gameplay of plot-driven limitations. With 
these radical departures from the King’s Quest 
norm, Daventry may never be the same. But 





HardWar is the latest 3D shooter from Gremlin 


pers. The multiplayer version will support 
up to 10 players. 

In other Interplay news, they will be 
releasing Gremlin’s HardWar in early 1997. 
It’s a 3D space shoot ‘em up with a “the 
Earth is in bad shape, big corporations have 
taken it over” sorta plot. It has a mission- 
based structure and high-resolution 3D 
graphics. Make money, upgrade your ship, 
the usual stuff. - Steve Bauman 
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FROM THE MASTER. OF THE TECHNOTHRILLER 


comes an original pulse- -pounding submarine 
combat game and full- -screen, \live-action 
adventure. This. ground- breaking CD- ROM 
features 3D graphics, artificially intelligent 
enemies and unbelievable gameplay. 


2. CD-ROM-set-e Available for Windows 95™ 





GET OUT AND GET IT—THIS IS NOT A DRILL! 


Includes a 30-minute video conversation with Tom Clancy 





At your local software retailer or call 1-888-793-9973 
( os bsreritve apie Promo key 440198 Title key 401067 
Se ne Come visit our website at http://www.ssinteractive.com 














Hexen 2 


Whatever id does, Raven can improve 






y hile id Software’s Doom and Doom I! 

were rightly praised, many gamers pre- 
ferred the more attractive and variations in 
gameplay found in Raven Software's Heretic 
and, in particular, Hexen (winner of our 1995 
“Best 3D Action Game” award). Each Raven 
game followed their id counterpart, and in 
each case it pushed the technology a bit fur- 
ther and upped the ante on graphics. 

Enter Quake, and again, the gameplay and 
graphics are praised. Raven has confirmed 
that they are working on Hexen 2 (a working 
title), and it’s goal is to once again show 
their mastery of the fantasy action game. It’s 








Gems 
of Darkness 


The Bard of the Oracle returns 


ie on thee, Eloi! Bardworks is born (tack on 
a “yea, verily” if you like). Set atop a hill in 
Toronto, Canada is the yearling hatchling of 
Courtland Shakespeare, designer of the highly 
acclaimed Jewels of the Oracle. Bardworks is 
located in an old building in an area that used 
to be the center of Toronto [pictured at 
right]...about a hundred years ago, but at pre- 
sent the goings on there are reaching back 
even farther than that. 

Within those walls incubates Gems of 
Darkness, a sister product to Jewels of the 
Oracle, Shakespeare's highly acclaimed puz- 
zle game steeped in the caverns of ancient 
legend and history. Also designed by 
Shakespeare, Gems offers more of the same 
“tactile” virtual-mechanical puzzle devices 
and richly detailed historical fabric. This time 
the player is on an archaeological expedition 
headed up by Professor Bhandam of the 
University of Carnarvon. His field? Near 





-tive gets Unreal — GT Interactive will SICH Epic ae 
as well. as its fi rst ee GT can also use Unreal’s editor te 
ISiege — Sierra is working on next generati 3 


all about mood. Hexen 
had that in spades, and 
with the superb 3D 
engine from Quake, 
Hexen 2 should be able to 
deliver even more. 

Hexen added flying 
and different physics 
models to the standard 
Doom formula, and the 
more advanced Quake 
engine should allow 
them to go further in 
that direction. The player will get a choice 
of four different character classes, the 
Paladin, Necromancer, Cleric and Thief. 
Each class will get its own weapon set, 
which should make for some interesting 
multiplayer variety. 

Raven has always had immense skills 
when it came to texturing an environment, 
and based on early Hexen 2 screens, they 
haven't lost their touch. According to Chris 
Rhinehart of Raven, “all Quake remnants 
have been stripped out the code.” Expect 
another seamless environment, without that 
clichéd “end of the level” paradigm that is 


a teractive, Electronic Arts and 
stop using animation... G 
ies widely anticipated Unreal, 
ce an additional fi ve titles... 

he current E ege ~~ 


aan ah 





Eastern 
Studies, 
which will 
of course 
be the 
ancient 
focal 
point. 
Unlike 
Jewels, the game will use a live actor in the 
role of Bhandam (although a dead one 
might better suit the mood of antiquity). 
More complicated light-source creation will 
add texture to the somewhat dark and 
somber atmosphere, and if the past is any 
indication, the enhanced look and creative 
puzzle design might give Bardworks the 
launch it needs. 

Gems of Darkness will be published by 
Corel, and is likely to be on the shelf this hol- 
iday season.— Cindy Yans 








These early shots of a room show the more colorful and advanced 
texturing that Raven’s known for 





Look at those windows. Very cool. But can you 
shoot out the glass? That would be cooler... 


part and parcel of the Doom/Quake experi- 
ence. They’re also planning more puzzles 
than your average action game. 

Alas, we'll have to wait until 1997 to find 


out if this games lives up to the legacy of 
Raven's past games. — Steve Bauman 





The n next xt logical step 


Logic Factory starts work on a new game 


"gy" be Tone Rebellion is the name of the 
next game from The Logic Factory, cre- 
ators of Ascendancy. It’s a fantasy real-time 
strategy game that takes place in a magical 
realm of seventeen island worlds connected 
by a variety of mystical doorways, bridges 
and tunnels. The Tone in the title refers to 
the mystical, healing and life-giving resource 
that collects in pools on these island worlds. 
Your job is to control a race called the 
Floaters in a struggle against the ultimate 
bad guy, the Leviathan. In typical fashion, 
you'll construct buildings, buy new Floater 
troops and explore the wilderness for new 
sources of Tone. The multiplayer mode will 
stress cooperation between players as they 
work together to take out the Leviathan. 
Logic Factory distributor Bréderbund is 
poised to roll out eight new games in 1997. 
They include The Last Express, and an in-house 
real-time strategy game of genetic engineering. 
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eAsideminwiekier detz led 
animation, Circle Of Bloc 

resembles the classic arcad 
game Dragon’s Lair. But it 
seems this time the game 

will play as good as it looks.” 
es © BD OY Ot LO) DING 









American George Stobbart happens into 


a Parisian cafe one afternoon because he 
wants a cup of coffee. But after a clown 

delivers a plastic explosive that blows the place to smithereens, 
all George Stobbart wants are 


some answers. 


mre |amaxxe)(Ult(e)am-laliaar-ieelanwmar-lare 
drawn with painstaking detail by 
Don Bluth Studios alumni 

(All Dogs Go To Heaven and An 


American Tail) 





ee | 


Features a cinematic musical score 
lixe)gamen cmt. |(-aleMe)m ele alelir-la. 
e)xele [elem >7-laniace|celamalaelale 
(Truly, Madly, Deeply and 
Nostradamus) 
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Buried deep beneath the bodies 
and the rubble of that explosion 
lies a fourteenth century medieval 
order called The Knights Templar. 
Only you can unlock the secret 

of this intriguing historical 
adventure and stop the vicious 
conspiracy that threatens to 
reshape the world. 


» Available for Windows® 95/DOS 
GDS @)\m-lalem\/):\Gn DEO), 





©1996 REVOLUTION SOFTWARE LTD. All Rights Reserved. Circle of Blood is a trademark of Revolution Software Ltd. 
Published by Virgin Interactive Entertainment, Inc. Virgin is a registered trademark of Virgin Enterprises, Ltd. 
Microsoft, Windows and the Windows Logo are registered trademarks of Microsoft Corporation. 











Realms of the Haunting 


Surrey down to a Soul-stone picnic in Interplay’s violent 3D adventure 


t the beginning of everything, along with 


the creation of good and evil, was the 
creation of a device know as the Soulstone 
which serves as the balancing force between 
the two. It exists so that evil will never have a 
foothold against good. The stone itself is sur- 
rounded by seven protective seals (balancing 
beach balls on their noses, and playing tunes 
on bulb-nosed horns). Also protecting it is 
something called The Shrive, a sword hilt 
extending toward the center of the Soulstone 
which can only be touched and hence 
removed at an appointed time by someone 
who is marked and chosen by none other 
than Fate - that would be you. 





Darth Vader on holiday 


Virtual 
Nightclub 


Developed by 
Gremlin Interactive 
and published by 
Interplay is Realms of 
the Haunting, a horror 
adventure/action 
game featuring their 
True 3-D engine (a 
revised version of the 
one that powered 
Normality), interactive 
environments and 
over two hours of full 
motion video with 
eight actors. 

You play Adam 
Randall, whose minis- 
ter father’s death leads him to an investigation 
in a remote Cornish country village called 
Hellston (which actually exists). You have 
received a parcel containing pieces of the seals 
and you haven't a clue as to what they are, but 
in your investigation come into contact with 
the evil that has destroyed them over the 
course of many centuries. Your ultimate goal is 
to ward off the Apocalypse by uniting the bro- 
ken Shrive with the Soulstone so that good is 










Club-culture meets Sub-Culture 


S et in a futuristic nightclub 
inhabited by only the 
hippest members of the noc- 
turnal club culture is Philips 
Media's Virtual Nightclub. 
What do you find here? 
Well...it’s moider. Players are 
challenged to unravel a series 
of ambiguous clues to find 
the killer; as the mystery 
unfolds, the gameplay begins. 
Players arrive at the club 
hapless and clueless and with sleaze on their 
minds, when before long they are confronted 
with a flying cube which unlocks the adven- 
ture. Once inside, the player must try to 
blend in with the cyber-culture denizens 
(blue hair optional) to gather information 
and gain access passes to the club's secret 
rooms and time zones. In search of clues, 
players will cross five time zones, come face 





Party on, uh, a 


to face with the club's inhabi- 
tants, collect inventory and 
wrap their crania around 
dozens of games and puzzles. 
Once the puzzles are solved 
and the clues are decoded, the 
final challenge smacks us in 
the face: solve the murder, gain 
the power to control time in 
the virtual world and find the 
escape pod to return to the 
non-virtual reality (or stay there 
forever, to avoid creditors). 

Developed by Thumb Candy, Virtual 
Nightclub treats the player to an eclectic 
selection of musical talent. Included are the 
revered works of artists such as Herbie 
Hancock, Joe Henderson and Dewey Redman. 

And thus we have another musical 
adventure in the fray, and all you can say is, 
“Get dowwwwwn!” - Cindy Yans 


The Not-So-Green Mile 





restored to the planet — a classic tale of good 
versus evil if ever there was one. 

The developers promise over 50 hours of 
gameplay with multiple difficulty levels, 
high-res graphics, and context sensitive con- 
versational branches. With the newly 
revamped engine, you can move while look- 
ing all around, and can run and jump as well. 
As the story unfolds so does additional infor- 
mation about the more than 50 inventory 
items and weapons. 

The game will definitely not be for the 
Barney or Sesame Street set and will receive a 
mature rating for its scenes of graphic vio- 
lence. Yummy. — Cindy Yans 


caster will be consolidated with ¥ 





Cheat thrills indeed 


3DO has just released the Game Guru, and 
assuming you can get past the incredibly ugly 
background screen, you'll find saved game 
editors and cheat codes for major games on 
the market Uike Command & Conquer). It 
also has a hex editor, and can be updated via 
3DO’s web site. Lord knows there’s a market 
for this thing, but did they have to make it so 
ugly looking? — Steve Bauman 
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50 adrenaline-pounding missions plus 
15 multiplayer missions _ 






Lock and load with over 25 armaments 
including: guided missiles, fuel-air 
mortars and plasma cannons! 
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Animation 









rendered in real time 3D 


Join the ranks of over 100, 
UWA CNEL AR IMLS 


©1996 BioWare Corp. All rights reserved. Shattered Steel, MacPlay and Interplay are trademarks of Interplay Productions. All rig 
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Customize over, 25 muscle cars 
with over 20 lethal weapons! 


30 Nitro-burnin 
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Activision is a registered trademark and Interstate ’76 is a . 
trademark of Activision, Inc. © 1996 Activision, Inc. All rights reserved. : 












Now at finer bookstores 


Need a tip? Try Computer Games Strategy Plus guides 


e’re proud to announce that we’ve 

» partnered with Sybex Books to pro- 
duce compilations of our Hints & Tips arti- 
cles. These books are broken down into sep- 
arate genres that include “Strategy/War,” 
“Action,” “Adventure & 
Role-playing” and 
“Simulations.” They fea- 
ture many articles that 
have originally 
appeared in these 
pages, but a number of 
them are exclusive to 
the books. Each book 
includes a CD-ROM 
with playable demos of 
most of the games cov- 
ered within. 

The first two books on 
the market will be 
Strategy & War Games 
Strategies and Secrets 
and Action Game 
Strategies and Secrets. 
The “Strategy/War” compilation includes chap- 
ters on Civilization II, Command & Conquer, 
Warcraft II, Heroes of Might and Magic, Close 
Combat, three of the Battleground games, 
Fantay General, MissionForce: CyberStorm, 
Caesar II, Settlers II, Afterlife, Space Bucks, 





More Crack 





Allied General and many others. 


The “Action” book includes a complete 
walkthrough of all four levels of Quake and 
Duke Nukem 3D (there’s also a Build Editor 
tutorial), plus tips on MechWarrior 2, 
EarthSiege 2, Crusader: 
No Remorse, Hexen, 
Heretic, Doom, Terra 


IV plus many others. 

The “Adventure” book 
will include complete 
walkthroughs on games 
like Myst, The 
Neverhood, Ripper, The 
Beast Within, Zork 
Nemesis, Shivers, The 
Riddle of Master Lu, The 
Dig, Full Throttle, Anvil 
of Dawn and many oth- 
ers. The “Simulation” 
book will include a com- 
pilation of Air Combat 
Advisor articles plus tips 
on games like AH-64D Longbow, Su-27, Back 
to Baghdad, IndyCar Racing II, Grand Prix 
II, Apache, Silent Hunter and many others. 

Look for these books on the shelves of 
finer bookstores in time for your holiday 
shopping. — Steve Bauman 
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for gamers in 1997 


Indie developer Crack dot Com goes beyond Abuse 


eveloper Crack dot Com was founded in 

1994 by Dave Taylor, formerly of id 
Software and Jonathan Clark. Their first game 
was Abuse, an excellent side-scrolling action 
game (shareware, with Origin releasing the 
boxed version), and Bungie will be 
releasing a Macintosh version very 
soon (there are also various UNIX 
versions floating around). It had a 
number of features that endeared 
it to net hackers, such as a level 
editor and a built-in programming 
language (based on LISP) for 
expanding the game. Its success has 
allowed them to work on new titles for 1997. 

Golgotha is the name of their upcoming 

real-time 3D action/strategy game. Details 





Golgotha 


regarding the actual gameplay are sketchy 
at this point, but players can expect the sort 
of modular design that Abuse had, i.e. level 
editors, built in hacking tools, etc. They’re 
claiming that they’re bringing an end to “fat 
pixels” using “advanced texture- 
density support”. They're planning 
a simultaneous release for 
Windows 95, MacOS and an 
unspecified console system. 

Their other game is called 
Mantra, and it’s an overhead-view 
CRPG being developed by 

Mountain King Studios, the folks respon- 
sible for Raptor and Galactix. You control an 
apprentice knight named Teat, who is trying 
to restore order to his clan, the Donners. They 


Nova, Wing Commander 





Destiny recalled 


Initial shipment incompatible 


i nteractive Magic has decided to voluntarily 


recall the first 5,000 North American 
copies of their game Destiny. They found 
that the copies would crash repeatedly on 
some computers. These games were part of 
an exclusive “early shipment” to CompUSA 
and Media Play stores across the country. A 
patch was made available a few days after 
the shipment that will bring the CompUSA 
version up to the current shipping version. 

This “retail-driven bugginess” is a danger- 
ous new trend, one being forced upon con- 
sumers by competition for shelf space in 
retail channels. Another game, Philips’ Total 
Control Football, was released early to 
CompUSA, and the developer admitted 
online that this version was indeed a late 
beta copy, and that a patch would be issued 
to bring it up to the shipping product. 

While it doesn’t justify releasing an incom- 
plete, or untested product, I-Magic should be 
commended for being upfront and issuing the 
recall. Unlike other companies (Sierra comes 
to mind with Outpost and Baseball Pro 96), 
they admitted their mistake and are correct- 
ing it. Let’s hope it’s the last time they, or any- 
one else, will have to do it. — Steve Bauman 





Mantra, due for release in 1997 


control seven lands, but another clan, the 
Melange, are encroaching on their territories. 
It’s also a Windows 95 game, with 640x480 
hi-color graphics, and it uses a new rendering 
technology that will allegedly make it run 
quickly on 486's and low-end Pentiums. 

For more information, check out their web 
site at www.crack.com. — Steve Bauman 
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Diamond Monster 3D 


This is one monster you'll be looking forward to experiencing 


ne of two cards using the 3DFX Voodoo 

Graphics chip releasing almost simulta- 
neously (the other being Micron/Orchid’s 
Righteous 3D), this thing basically pushes the 
PC well past the most vivid rendering you 
can do on a top-end Saturn, PlayStation or 
Nintendo 64, with no frame-rate slow-down, 
no glitches, and plenty of extra texture/frame 
buffer memory (4MB EDO RAM on the ver- 
sion tested). Add this card in a PCI slot to 
either your already-existing 2D Windows and 
DOS graphics card, or your already-existing 
single-card 2D/3D graphics card (it will work 
with either type — Direct3D sorts hardware 
with the 3DFX chip taking top priority), con- 
nect it up via a short pass-through cable to 
your present video card, connect your moni- 
tor to the Monster 3D’s output, and you’re 
loaded for bear. 

A couple of the new Direct3D games were 
tried with the card, and worked just fine... 
more than fine, actually; they worked spec- 
tacularly well. Debris, fog, lighting effects, 
texture smoothing and dithering, perspective 
correction (total absence of warping), you 
name it... it’s handled. The look is a major 
step even beyond what the current crop of 
single-solution 3D cards are providing. The 
included demos of Descent IJ and EF2000 in 
particular were impressive. 

We're not quite in a state of total video nir- 
vana yet, though, at least with the hardware 
tested here: some slight but noticeable back- 
ground/RFI interference (made most apparent 
via the test utility Displaymate for Windows, 
an excellent video test/adjust software suite) 


degraded the video signal ever so 
slightly, whether due to bus noise, 

test unit defect or insufficient 

shielding on the pass-through cable 

is not clear (most people won’t see 
this; it’s probably only important for 
those using high-res, workstation-style 
CAD programs which display extremely 
fine detail; according to Diamond, some 
2D cards are more sensitive than others, 
and putting the Monster3D card in a differ- 
ent PCI slot might also remove the interfer- 
ence). Diamond feels they’ve done a better 

job of quieting down this background/RFI 
noise than their competitors using the same 
3D accelerator chip. Note that the hardware 
seen is still beta (as are the drivers). In 
Windows 95 with the current drivers, there 
was also the need to switch to the default 
640x480 video mode prior to initiating a game 
in one instance (Monster Truck Madness), to 
keep the Monster3D card from locking up. 
The 3D supplement card apparently only 
works in full-screen mode; in other words, if 
you want to play a Direct3D-based game in a 
window on the Windows 95 desktop with 


Free stuff 


Software bundled with the retail version of the 
Monster3D 
Descent Il: Destination Quarzon 


MechWarrior II (full version) 
HyperBlade 
Microsoft CD Sampler 2 
Scorched Planet 





Verbal Commander 


Voice recognition for the masses? K2 thinks so 


he K2 Interactive Verbal 

Commander takes a slight- 
ly different approach to solve 
some of the problems with pre- 
vious attempts for “useable” 
voice recognition for gamers — 
huge TSRs that didn’t leave 
enough usable conventional 
(low) RAM to run many of the 
games they were supposed to help 
you play. The Verbal Commander solution 
uses a single jumper, non-IRQ or DMA, ISA 
card which connects in between your key- 
board and motherboard keyboard connector. 
A headset accepts your commands, and the 
software (uses only six bytes) sends your 
computer the appropriate key strokes. While 
installation was painless, “training” the system 
is tedious, and “testing” is unavoidable every 
time you play a game. 

Is the Verbal Commander ready for the 

mainstream? To make an analogy, voice 
recognition technology is very much like vir- 





tual reality headsets — even 
though they are exemplary tech- 
nologies at the higher ends of 
the spectrum, at the consumer 
level, currently, they are only 
worth your consideration if 
you're willing to make some 
allowances. While the Verbal 
Commander has made strides toward voice 
recognition nirvana for the masses, for the 
typical gamer it still falls a little short. While 
K2 claims a 97%+ success rate, anything less 
than 100% accuracy can mean literally life or 
death in any sim or action game. There’s also 
a slight delay generated by the whole process. 
If you’re lining up a bandit in your sights, it’s 
far faster to press a key or button on a pro- 
grammable joystick than to say “missile.” So, 
if you’re into gadgets, go for it; it’s fun. 

However, if you’re a serious gamer looking 
for an advantage or convenience, you'll either 
have to spend some big dollars for high end 
gear or wait a bit longer. — Ben Chiu 










hard- 
ware accelera- 
tion enabled, you'll 
lose the hardware accelera- 
tion (true of all current 3D cards, 
primary or secondary). And, finally, the 
optimization of software design to make best 
use of this hardware still looks a little ways 
off. Current uses are mainly showcase stuff; 
refinement is yet to come. 

It’s apparent from the Direct3D games and 
demos provided that the main function of the 
Monster3D (and, we can assume, the 
Righteous 3D as well) is not so much raw 
speed/frame rate increase (that’s still partly 
dependent on CPU speed) as support of spe- 
cial effects without hits on the CPU. The 
games simply do more, visually, than their 
software-accelerated equivalents, without 
slowing the whole show down. Don’t expect 
total miracles, in other words, with a 486/100 
and one of these things. Expect spectacular 
increases in visual appeal with a P90 or 
above, though, and don’t sweat the small 
stuff mentioned above. This is a killer piece 
of hardware. — Steve Wartofsky 
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3D Blaster PCI, 
Rendition Vérité chi 


include the game thade ever 
include, a version of id 


capability. It’s clearly better at 3D than the 
Stealth 3D 2000, but it’s 2D Windows and 
DOS performance is questionable, More 
with final drivers... Sierra enters the hard- 
ware business — Sierra will also sell a 3D 
accelerator card based on the Vérité 


“DO The card will ship with < ‘MB of 
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Microsoft 


Where do you want to go today?” 





Questions in my mind are my most incisive ally. 
How vigilantly I choose my objectives to achieve 
my mission. How I fly with finite accuracy through 
ballistic onslaughts. How I reap a plethora of new 
weapons in the midst of a multiplayer Hell’ fight via 
the Internet. How I deal with the graphic realism 
through 8 mysterious worlds intensified with Direct 3D. 
Even when my thoughts sanction adrenaline charges to my 
trigger finger. A mind that questions itself can be a good 
thing. A mind that questions nothing will get you killed. 
Read and remember, your mind is your most potent 
weapon and I've just reloaded yours. 


Fly trial version at | | 
www. microsoft.com/games/hellbender/ 
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Activision’s gaming arsenal 


From strategy to action to adventure, a gaming loadout for Christmas and beyond 


A 


h, Activision... one of the industry’s 
most prolific (and persistent-remem- 
ber their Atari 2600 titles?) publish- 
ers, they keep turning out game after game. 
Occasionally they miss the mark, but that’s 
rare; usually they come up with something 
that’s at least fun, and often quite innovative. 
September 19th saw them showing off their 
latest wares to members of the press, and it 
certainly looks like we’ll have a lot of great 
titles to look forward to. In addition to sever- 
al console-only titles, they let us have updat- 
ed looks at titles we’ve already covered (see 
the sidebar “On the shelf...”) and unveiled 
several new titles. 





The bombs we bear 
Several of the CGS+ staffers thought it was 
one of the more interesting looking action 
titles they saw at E3, and what Activision 
showed sure did look like a blast... or a 
Blast Chamber. The premise, as in many of 
the better action games, is simple: strap 
bombs to the backs of four players, put 
them in a rotatable chamber about the size 
of half a basketball court, and set the clocks 
ticking. Players stay alive by grabbing a 
crystal and maneuvering to bring it to their 
color zone, thereby delaying their imminent 
destruction. Let the clock tick down to ten 
seconds, and the player begins to burn; 
when it hits zero, boom! up goes our fear- 
less player. 

Players will be faced with up to 60 vari- 
eties of blast chamber (40 single player, 20 
multiplayer), each with its own twisted 
combination of obstacles, dangers, and 
death traps. To get the crystal, players can 
body slam others, or can pull the wonderful 
trick of hitting a rotation pad, sending the 
room spinning from 90 to 180 degrees (and 
depositing everyone else on their backsides, 
preferably into some unpleasant 
place, like a lava pit or onto a 
spike); unsuspecting crystal carri- 
ers will lose their holds on the 
crystal, sending everyone scram- 
bling anew. There will also be 
plenty of jumping, bouncing, and 
clambering about (depending on 
the level), and power-ups like “hi- 
jumps, crystal bombs and magnet- 
ic boots....” 

Several modes of play should 
appeal to a variety of action tastes. 
“Solo Survivor Mode” lets you 
maneuver through the 40 single 
player levels, dealing only with the 
dangers inherent in each level as 
the clock ticks down. “Eliminator 
Mode” lets you get into the mullti- 
player action (either against other 
humans or computer opponents), 








Rotate a Blast Chamber to make things 
interesting for your opponents 





“In search of the Dark Monk” 


playing any of the 20 multiplayer levels with 
the simple goal of last player standing wins, 
whereas “Free-For-All Mode” is the death- 
match form of the game. True deathsport 
fans can even play Tournament versions of 
both Eliminator and Free-For-All. 


Adventurer’s sequel two-step 

Relentless and Planetfall: two adventure 
games widely separated in style (one’s a 
fairly recent graphic game, the other’s a 


ty Fe 


Our hero Twinsen works some magic in this indoor locale in 
Little Big Adventure 2 


member of the classic Infocom text game 
family), but both share a common theme: 
sequelitis, the disease they’re causing in 
adventure gamers breathlessly awaiting 
their follow-ons. 

Activision scored another partnership 
coup when it signed with French developer 
Adeline Software (the folks who also devel- 
oped Time Commando). Adventurers will be 
pleased to know that Little Big Adventure 2 
(the tentative title for the sequel to the hit 
sleeper, Little Big Adventure, known here in 
the States as Relentless) should be out some- 
time in the spring/summer ’97 time frame. 

Twinsen, the lovable (and very French) 
hero of the original is back, and it’s up to 
him to investigate the mysterious happen- 
ings behind the arrival of aliens from 
another world; an investigation which will 
take him through three planets and an 
adventure universe over two times the size 
of the original. The unique perspectives of 
the first game are still here, although 
Activision says the engine is being upgrad- 
ed; players will be able to call up from two 
to four pre-rendered camera views in inter- 





Is Twinsen’s ship finally coming in? This was 
one of the sequences Activision showed, and it 
was very impressive (it’s not a cut scene) 


nal locations, and four views in 
each luscious exterior. The inter- 
face is simple, with four modes: 
normal, for your average walking 
about; athletic mode for running 
and climbing (the exaggerated 
movements are awfully reminis- 
cent of Jerry Lewis slapstick...), 
magic, and “discrete” (Twinsen’s 
tip-toeing was a hit with the 
crowd). What we saw was pri- 
marily a technology demonstra- 
tor, but oh what technology. 

From the sequel of a relatively 
recent game to the sequel of a 
classic, we move on to Planetfall 
2: The Other Side of Floyd. Yes 
folks, Floyd (and his sidekick 
Oliver, from Stationfall) is back, 
in glorious 3D. Director Gary 
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Wagner said, “I watched how Activision ... 
did Return to Zork and then Zork Nemesis; 
I choose to see the right choices that they 
made and try to follow that and hopefully 
avoid the not-so-right choices....” In 
Planetfall 2, this will lead to a return to the 
humor of the classics (gone is the heavy 
tone of Nemesis), and the addition of a new 
full 3D engine for adventurers to wander 
around in. What they displayed in 
September was the culmination of the early 
development phase, a “prototype” with 
Floyd and Oscar and a single puzzle; they 
now move into full production for a late 
Spring ’97 release. You can bet we'll be 
bringing you a full preview as soon as we 
can pry more details (and a screen shot or 
two) out of 
Activision. 
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Strategy Central 
It was something of 
a surprise that, from 
a company not 
known for its strate- 
gy games, the two 
surprise announce- 
ments were a 
Command & 
Conquer-like real- 
time strategy game 
and an on-line strat- 
egy game that com- 
bines play elements 
from several strategy 
sub-genres into a 
unique-looking game 
that'll stand by itself. 

The first due down 
the production chute is Dark Reign: The 
Future of War, a game that takes the 
C&C/Warcraft II style of gameplay and runs 
off into new realms with it. Developed by 
Australis Microprogramming, an Australian 
design team, Dark Reign takes the engine 
Australis developed on its own for 
Corporation: Off World (a game Activision 
felt was too hard-core for release at this 
time; they are undecided on its future) and 
molds it into something somewhat more 
familiar, but something that still makes use 
of the advances Australis built into the 
engine. These advances include realistic ele- 
vations and terrain effects, complex line-of- 
site usually reserved for wargames and sims, 
fiendish unit types (like the Hostage Taker, 
“a vehicle which captures enemy infantry 
units, straps high explosives to their backs, 
and catapults them into enemy ranks to det- 
onate”), and an extremely flexible-sounding 
editor (not only can you build maps and 
place units/buildings, you’ll be able to 
design new units and insert your own art- 
work as well). 

The approach to gameplay is different 
from that we’ve seen in earlier games; 
instead of linear (or near-linear) set cam- 
paigns, you'll be able to choose the order you 
try different battles. This is accomplished 
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through a unique mixing of 
story line and gameplay: you 
take on the role of leader of a 
lost band of humans, who 
return to find the planet of 
your founder threatened by a 
civil war between an evil 
Imperium and a Freedom 
Guard. You play out each of the 
30 “simulations” of battles 
between the two sides, trying 
them from either side so as to 
learn the weapons and tactics 
of both; once you’ve finished 
those, you'll go up against both 
sides in a massive final battle to 
rid your planet of aggressors. 








Desert Storm done Dark Reign-style. Note the elevation differences in 
the undulating dunes 


While Dark Reign is due out by 
Christmas, we'll have to wait another year 
or so for Activision’s other major foray into 
strategy gaming, NetStorm. What makes 
NetStorm unique is that it is being designed 
entirely for Internet play; while players can 
build up their island fortresses-in-the-sky 
off-line (somewhat akin to building a deck 
in the cardgame Magic: The Gathering), 
they'll have to go on-line to challenge oth- 
ers and attempt to grab control of their 
fortresses. Once a challenge has been set 
up, the aggressor will pass through a 
“Storm Gate” in the sky, laying down a 
series of airborne pathways and structures 
(in real time) from their floating vessel 
towards the defender. The goal of the 
aggressor is to penetrate the defender’s out- 
lying defenses and grab control of his cen- 
ter, thereby capturing the defender’s care- 
fully nurtured territory for inclusion in his 
own. Given that a player’s territory could 
have been built up by weeks (or months?) 
of on-line battle, you can imagine that the 
stakes will be very high indeed. With a year 
left to go in development, there are sure to 
be quite a few changes and refinements in 
the system, but that also gives us plenty of 
time to bring you preview coverage of this 
very intriguing game. — Scott Udell 


Triple-rail hover tanks from Dark Reign 


On the shelf... 


Here’s the quick low-down on titles pre- 


_ viously covered in CGS+; many of these 
_ could be out or close to release by the 
_ time you read this. 


Mechwarrior 2: Merrena 
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See the review on page 


| went quite nicely on this one; at the time 


of the press day the game had just been 
finished and sent off to production. 
Perhaps the most interesting last-minute 


| feature was the new multiplayer Internet 
_ “server” feature (similar in concept to 

| Quake’s )- if you have an Internet connec- 
_ tion, that’s all you need. 
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Previewed in November, Issue 72. This is a 
frenetic racing/combat sim with big hair, 
bad clothes (polyester-shudder...), hot, 
gas-guzzling cars, and one funky sound- 


track (listen to its tunes on our CD-ROM). 


HyperBlade 

Previwed in July, Issue 68. This futuristic 
action/sports sim has changed focus a bit; 
they've moved away from pure sports into 
the blood ‘n’ gore realm (for example, you 
can now decapitate an opponent and use 
his head to score a higher value goal); a 
disappointing move for some of us, but 
one sure to please the violence junkies. 


A-10 Cuba! 
The Mac version is reviewed on page 166, 
but developer ParSoft has signed with 


| Activision to release the Windows 95 ver- 


sion of this serious A-10 sim. The PC ver- 
sion, will spruce up the interface artwork 
and add a few training missions, but will 
otherwise preserve the graphics (and 
hopefully framerate) of the Mac version. 


| The agreement also calls for Activision to 


release the follow-on product, A-10 Guifl, 
and a tentatively-titled Dogfight, a WW II 
sim set in Europe that may add Internet 

play to the modem and LAN multiplayer 
modes (both available sometime in ’97). 
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“The F-22 here is by far the most strikingly rendered 
: piane yet seen in a PC simulation.” 
s - Denny Atkin 
- ; Computer Gaming World 
September 1996 


“The look of the sky as you soar through it, the glare of 
aii the sun and the shifting of your F-22 as you perform 
maneuvers are simply unparalleled in the world of 
4 flight sims...[It will] keep even the most jaded flight-sim 
fan glued to the monitor..." 
- Glenn Broderick 

4 Computer Player 

oh | September 1996 








“Easy to play and still over the top in battle situations, not 
only will this version [Comanche 3] be plain fun, it'll look as 
| fabulous upon arrival as the original Comanche did.” 

| - Computer Games Strategy Plus 

7 August 1996 


“Still pictures can’t do justice to the 

smoothness and beauty produced 
by Voxel Space 2. Players will have 

to see the game [Armored Fist 2- M1A2 Abrams] 
for themselves to appreciate just how groundbreaking 
NovaLogic's 3D engine really is." 
- Next Generation 
August 1996 


Comanche and Armored Fist are registered trademarks of NovaLogic, Inc. F-22, F-22 Lightning |I, Comanche 3, Armored Fist 2 - M1A2 Abrams, Voxel Space, Voxel Space 2, NovaLogic, 
the NovaLogic logo and NovaLogic - The Art of War are trademarks of NovaLogic, Inc. All other trademarks are property of their respective owners. Copyright 1996 NovaLogic, Inc. 













THE ART OF WAR 








T. celebrate the 20 year anniversary of 
Star Wars, 1997 will see the theatrical release 
of the Star Wars Trilogy Special Edition. This 
special edition of Star Wars, The Empire 
Strikes Back and Return of the Jedi features 
previously unreleased footage, new comput- 
er-generated digital special effects and a 
digitally re-mastered soundtrack. 

Late 1996 and 1997 will also see the 
release of another trilogy; three very differ- 
ent LucasArts games set in the Star Wars uni- 
verse, X-Wing vs. TIE Fighter, Rebellion and 
Jedi Knight: Dark Forces II, a simulator, strate- 
gy game and first-person action game. 
There are actually a couple of things that 
tie these products together. First, they’re all 
Windows 95 games and they all have built- 
in network play (the two things are intrinsi- 
cally linked - Windows 95's networking 
actually works). 

More importantly, they’re Star Wars 
games, which means they have an enor- 
mous legacy to live up to. Based on their 
past efforts, LucasArts should be able to 
handle the task. 


Star Wars 

X-Wing vs. TIE Fighter 

takes the battle to your network 

It doesn’t seem like much of a contest, 
does it? That fragile, though nimble TIE 
fighter versus that powerful X-Wing. Keep 
in mind Lawrence Holland of Totally 
Games, the designer of X-Wing vs. TIE 
Fighter, has been doing LucasArts’ simula- 
tions for so many years (from Battlehawks 
to TIE Fighter) that if anyone can create a 
balanced battle between these two dis- 
parate ships, it’s Holland. 

The key to this entry is play balance.“We 
had to look at the details of the turn rates, 
shield generations and such [for all of the 
ships],” Holland explained, “and we've modi- 
fied them slightly for multiplayer. We’ve 
added a twist to adjust maneuverability, 
depending on things like your throttle 
speed or your load-outs. For example, if 
you're piloting an X-Wing you can turn off 
your lasers to improve your maneuverability, 
which ultimately allows you to make trade- 
offs to get on someone's tail.” In other 
words, the approach to ship design is close- 
ly linked to the flight simulations which 
established Holland's reputation. 

The reason for the improved balance is 
the addition (finally) of network and modem 
play to the X-Wing series. X-Wing vs. TIE 
Fighter will support up to eight players over 
a LAN, and two via a modem. It will allow 
players to control over a dozen ships, from 






X-Wing vs. 
TIE Fighter: 
In these shots, you 
can see the amount 
of detail that has 
gone into the 3D 
polygon models. 
The textures used 
on them were 
taken from the 
actual models used 
in the movies. 
Running in 16-bit 
color should be 
breathtaking 
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the Rebellion’s X-Wing, Y-Wing, B-Wing, A- 
Wing and Z-95 Headhunter (the precursor of 
the X-Wing) to the Empire's TIE Fighter, 
Bomber, Interceptor, Advanced and Assault 
Gunboat. Holland described a “potpourri” of 
matches for the player to indulge them- 
selves in, including dogfights, cooperative 
matches, races (where players try to accom- 
plish a goal the fastest) and tournaments 
tying together all the matches. At the end of 
each match, victory points are awarded. 

Like their previous space simulations, X- 
Wing vs. TIE Fighter features interaction with 
wingmen, especially the computer-con- 
trolled craft (you never know what to expect 
from those stupid human pilots). A new 
addition to the series is the ability for the 
player to jump into the pilot's seat of any of 
the craft in their flight group. Once there, 
you can either fly it or set its targets, ord- 
nance and power distribution and move on. 

Holland decided to add this feature 
because in a multiplayer game,“you want to 
keep the action going for a long, drawn-out 
engagement, so we move the player around 
to different flight groups.” 

Holland says that they plan to offer a 
steady stream of updates, which will contin- 
ue to evolve the product. While Holland was 
unable to comment on whether or not the 
game will be offered on a pay service, or if 
LucasArts had any plans for their own 
Internet server, TCP/IP support will be one of 
the first upgrades. You should be able to 
play the game over Kali, though latency will 
be a problem. 

The game uses a modified version of the 
TIE Fighter engine, with a full implementa- 
tion of DirectX 3.0. It will offer full support 
for video cards supporting DirectDraw 
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As Lucasfilm readies a Special Edition of the Star Wars 5 
Trilogy, LucasArts delivers their own special game trilogy 

























Rebellion: 
These three shots are 
the only ones that 
LucasArts made avail- 
able. The shot at left is 
from one of the cut 
scenes that occur 
throughout the game 
when important events 
occur. The bottom shots 
show how the emphasis 
of the game is on 
macro-level strategy. 
Do you recognize any of 
the planet names? 


The Empire Strikes Back 
Rebellion fires the 

shot heard ‘round the world 

LucasArts made the dreams of gamers 
around the world come true when, at ECTS 
in London, they announced the upcoming 
release of Rebellion, a real-time strategy 
game set in the Star Wars universe. The 
game, developed by Cool Hand Interactive 
(a company founded by Doug Mogica and 
Scott Witte, part of the design team respon- 
sible for Harpoon II), is scheduled for a late- 
winter/early spring release (in 1997). A lot of 
the information contained within this article 
is tentative, and could change before the 
game hits the shelves. 

LucasArts’ Tom Byron describes the prod- 
uct as “a Star Wars game of galactic domina- 
tion. We're talking a high-level macro strate- 
gy approach.” Loosely translated, this means 
that they've resisted the obvious move, 
which would be creating a Command & 
Conquer-style strategy game where Imperial 
Walkers replace Mammoth Tanks. Instead, 
they’ve taken the high road and gone for 
the big enchilada — the galactic empire 
space opera strategy game, sort of a 
MOO Wars. 

This is LucasArts’ second foray into the 
highly competitive strategy game genre. 
Their first game, Afterlife, received something 
of a mixed reaction from gamers and the 
press.”What we learned from Afterlife,” Byron 
said,“is that strategy gamers take their games 
seriously. Humor is appreciated, but really 


resolutions 320x240, 512x384 or 640x480 in 
either 8- or 16-bit color depth modes. All of 
the menus are 16-bit color (that’s 65,000 
colors), making them even more impressive 
than in previous games. 

The additional color depth really comes 
into play when the game is in action. 
According to Holland, they've been able to 
achieve 25-30 frames per second ona 
Pentium 133 in 16-bit color (which is why 
they're not bothering to support Direct3D -— 
they don't need it), and it’s gorgeous to look 
at. All of the ships have new textures, 
designed from the get-go in 16-bit color. The 
textures are based on the actual models of 
the craft used by Industrial Light and Magic 
in the movies. 

If a gamer isn’t interested in multiplayer 
play, there’s still a lot here on offer. Fifteen 
Original mission scenarios take place in 
everything from asteroid and space junk 
fields to the Endor star system, where the 
Death Star battle in Return of the Jedi was 
















Jedi Knight: Dark Forces Il 
Right: The legendary Boba Fett awaits as 


fought. The story structure of the game is one of the end-level “bosses” 
not as linear as X-Wing or TIE Fighter, as each Below: Kyle attacks a particularly vicious 
individual mission is just a part of the bigger wall with his lightsaber 


Bottom: The castle of a Dark Jedi in the 


Imperial or Rebel struggle. Each mission will Imperial City of Coruscant 


have its purpose and story, but they will not 
be tied together. 

Each individual mission is, according to 
Holland, “streamlined, more interesting and 
versatile.” New controls are provided for 
your support systems (power, weapons 
and such) as well as a new in-flight map. 
According to Holland,“X-Wing vs. TIE Fighter 
is as different from the 
other games in the 
series as TIE Fighter was 
from X-Wing.” With TIE 
Fighter having been 
named our “Game of the 
Year” in 1995, that bodes 
well for this entry. We'll 
see if he’s right this 
holiday season. 
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A SERRA ANGEL, 
HOLY STRENGTH, 
Tsunami, 

THE WALL OF Air, 
ARMAGEDDON, 
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doesn’t really bring 
anything extra to 
the table.” 

With that in mind, 
Rebellion will be a seri- 
ous game, with a high- 
ly rendered and ele- 
gant visual style. Like 
Afterlife, which took 
elements of games like 
SimCity (and weirded 
them out), Rebellion 
will use many of the 
conventions that 
gamers expect from 
this sort of game. 

The player assumes 
the usual role of com- 
mander of all of the 
resources, planets and 
forces controlled by 
either the Galactic 
Empire or the Rebel 
Alliance. There are over 
200 planets in the 
game, and there is no 
set order the player has 
to follow in order to 
win. It’s up to players to 
allocate resources and manpower, in an attempt to expand the empire 
by making alliances with neutral or opposition planets. However, as is 
usual in this sort of game, making alliances with some planets can nega- 
tively impact negotiations with others. 

You have the option to take planets by force or through diplomatic 
means; the side you choose in the beginning of the game will dictate 
your overall strategy. The Galactic Empire, of course, has a mighty force, 
and can rule by fear. However, planets do not necessarily stay in your 
power once taken over. They can have their own rebellions and revert 
back to neutral planets (or, with a bit of coercion, join the other side). 
Whether or not a planet stays within your control is based on loyalty, and 
that’s the Rebel Alliance’s advantage — no one really likes the Empire. 

There are a number of ways to win the game. One is to take over 
all of the planets and eliminate your opposition. There are also spe- 
cific victory conditions which make use of the best aspect of the Star 
Wars universe: the characters. If you play as the Galactic Empire, you 
can win by capturing Luke Skywalker, Mon Mothma (the leading 
diplomat for the Rebellion) or by destroying the Rebel headquarters. 
The Rebels can capture Darth Vader or the Emperor or, alternatively, 
overthrow the Imperial Seat at Coruscant. 

In all, Rebellion will make use of around 60 characters drawn from 
the Star Wars universe. The player will use these characters to imple- 
ment their wishes, either as ambassadors or as squadron leaders. You 
may send Luke to a planet to attempt to get them to the Rebel side. 
The game will be designed to interlock certain characters’ fates, so if 
Luke runs into trouble, for instance, the character of Han Solo will 
always stop whatever he is doing and attempt to help him. 

Sometimes diplomacy does not work. In those instances where 
you have to use force, the game will shift to a real-time ship-to-ship 
tactical combat simulation. It will take place in three-dimensional 
space, and utilize rendered, isometric graphics. The details are a bit 
sketchy at this point (as things become more clear, we will be sure to 


Jedi Knight: Dark Forces II:This is the throne room of a Dark Jedi inside his castle on 
Corsucant. Will you explore the Dark Side of the force in order to experience these riches? 





Jedi Knight: Dark Forces Il: A space station from one of the cut scens in the game 


report on it), but an 
example was given 
where it would be 
possible to hide 
ships behind plan- 
ets (talk about ter- 
rain masking). The 
existence of land- 
based combat is 
unknown at this 
point (it’s a definite 
maybe). 

The resource 
management of 
your empire is less 
economic and more 
militaristic. You don't 
necessarily ally your- 
self with certain 
planets because they 
possess resource X, 
but rather to gain 
either a tactical 
advantage or to gain 
access to their tech- 
nology and/or fleets. 

Strategy fans 
who are put off by 

the action found in 
strategy games like Command & Conquer will be relieved to know 
that, while definitely real-time, the pacing in Rebellion will be more 
wargame-like than arcade-y. Things happen throughout the game, 
but your brain will often be your best weapon, rather than the fre- 
quency of your mouse clicks. As befits a real-time game, multiplayer 
play for two players will be supported, with network and modem play 
in the works (Internet support is likely as well). 

By now you may be thinking, “this sounds like Master of Orion,” and 
youd be right, as LucasArts uses games like it and Star Control 2 as 
points of reference for the usual “what's it like” question. However, 
those games had to create a universe, and attempt to make credible 
relationships and develop realistic alien races. Rebellion has the 
advantage of a complete universe to set itself in, one we are already 
familiar with. It will offer players a chance to dig even deeper into the 
mythos of Star Wars. 


Return of the Jedi 
Use the force in Jedi Knight: Dark Forces II 
With Quake out the door, it should come as no surprise that 
LucasArts has another Dark Forces on the way. Jedi Knight: Dark 
Forces // will attempt to one-up Quake, just as Dark Forces leap- 
frogged Doom. Jedi Knight addresses all of the shortcomings of the 
first game and adds a seriously hot all-new 3D engine. The network 
play (already eight player - maybe more) is the most welcome new 
feature, but yes, you will be able to save mid-level. The game will 
support three different multiplayer modes: Total Combat (death- 
match), Team Combat (team deathmatch) and Territory Combat 
(“capture the flag” variant), and if they find the time they may add 
more. There will also be additional game levels created specifically 
for multiplayer fun. 

Jedi Knight provides a number of gameplay elements to distance 
itself from the splatterfests of Quake and Duke Nukem 3D. Unlike in 
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Jedi Knight: Dark Forces Il: Graffiti inspector Kyle Katarn 
explores the the bowels of the Empire while waiting for Godot 
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Tour the 

Ritz Carlton, The 
Kapalua Bay Hotel, 
and the Plantation 
Clubhouse between 
rounds at the Kapalua 
Plantation & Village 
Courses on the first 
CD in our series 
of Resort 
Courses. 


Keeping your eye on the ball has 
never been easier with the unlimited Links LS combination 
of on-screen multiple views. As your golfer exalts in a cham- 
pionship drive, shift your eyes to the Green View and watch 
the ball roll precariously close to the hole. Includes Top View, 

Side View, Green View, Custom View and Profile View. 


Dark Forces, LucasArts has added The Force to Jedi Knight. After 
you complete a level, you get “force points,” which are based in 
part on what you've done on that level. Every action in the game 
has a consequence, but Jedi Knight Project Leader Justin Chin says, 
“there will also be chances for redemption.” 

Why would you need redemption? Because you can also 
explore the Dark Side of the Force. While the designers were eva- 
sive about specifics, we were able to get out of them that yes, 
there will be civilians in the game, and any Duke Nukem fan will 
be a prime candidate for the Dark Side if they follow the “kill 
everything” style of play. Players can use the Force during the 
game; for example, Darth Vader's death grip is a popular choice 
for would-be Dark Siders. 

The 3D engine, which is flexible enough to allow players to 
ride vehicles like Speeder Bikes in the game, has all the bell and 
whistles of the typical modern engine, or, as Chin says, “its fea- 
ture set is fairly similar [to Quake’s].” In other words, full move- 
ment, ability to look up and down, mouse-aiming, full 3D envi- 
ronment and polygon characters. Just to squelch future rumors, 
it is not the Quake engine (who started that “Dark Forces uses 
the Doom engine rumor, anyway?). Jedi Knight will support 
Direct3D and multiple screen resolutions (so far, 320x200 
through 640x480). 

Chin thinks Jedi Knight will be a more immersive experience 
than Quake, due in part to the Star Wars license and a combination 











Tee off with a jy 
Legend in Sports. The Links A 
design team has taken exclu- 
sive footage of Mr. Palmer 
and meticulously digitized 
his famous swing as well as a 
variety of post-shot ‘Arnie’ reactions. 
Play as Arnie or with Arnie on his 
home course in Latrobe, Pennsylvania, 
featuring course fly-bys with tips from 
Arnie on how to play each hole. Experience a 
multi-media tour through his personal library 
and workshop on the first CD in our series 
of Tour Players. 








of strong story, characters and a realistic environment.“We have half- 
mile tall buildings that aren't faked,” he said,“and we'll give you more 
characters and enemies that tie into the gameplay. Also, our levels 
are designed for fast-paced action.” 

Chin says they made the choice to go to polygonal characters 
shortly after completing Dark Forces because “when you're dealing 
with 3D space, looking at flat characters doesn’t cut it.” In order to 
keep frame rates high, most games that have elected to use poly- 
gon characters haven't been able to represent humans well.” We're 
using as many polygons as possible, but | think that better anima- 
tion brings them to life.” To animate the characters, LucasArts is 
eschewing motion-captured animation to do it by hand, with 
some help from Industrial Light and Magic. 

“You get a range of movements [doing animation by hand] you 
can't get with motion capture,” according to Chin.” You have to 
know exactly what you want to capture when you start. With an 
animator sitting around, we can fine-tune the animation quickly.” 

One of the main differences between Jedi Knight and Dark 
Forces will be in the mission setups. Dark Forces used a text-based 
mission briefing. Chin spent seven days overseeing a film shoot 
(using a script that he authored), shooting footage for the game. 
The film will be used for the cut scenes that will set up the mis- 
sions (there are 12 in all). 

Hackers will be disappointed to hear that a level editor will not 
be included with the product (the best guess is that one will be 
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available on the Internet 30 days after the product ships). 
However, the good news is that there will be a programming lan- 
guage within the game, one which will allow players to program 
different weapons and adjust the Al. 

When asked if he was worried that the market was getting 
saturated with (mostly mediocre) 3D action games, Chin laughed 


and said,“Don’t worry. POV [point of view] is still an awesome, 
viable form for games.” 


Jedi Knight is scheduled for release during the dead of winter. 


The force will be with you... always 


LucasArts has always played in established genres. Their conser- 
vatism has been offset by the skill with which they execute their 
products. Whether it’s the World War Il-style sci-fi dogfighting 
found in X-Wing vs. TIE Fighter, the galactic empire- building strat- 
egy in Rebellion or the 3D action in Jedi Knight, you know the 
genres and you know the rules. Despite this, LucasArts always 
manages to surprise us; considering how guarded they are about 
some of the deeper secrets in these games, they shouldn't be an 
exception. They all promise strong gameplay and stories coupled 
with outstanding visuals, soundtracks to die for and a polish 
most companies would die for. And that’s what their large 
following demands. 

Which is also pretty much true of the Star Wars series. George 
Lucas wouldn't have it any other way. 
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1600 X 1200*) and color technology to bring the details 
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*1600 X 1200 resolution at 65 thousand colors; 1280 X 1024 at 16. 
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: ‘Access Software’s 
photographic team soars over greens, 
fairways and hazards in their 
helicopter of choice, 
capturing every 
square inch of terrain on 
film for each Links LS 
course. This, combined 
with commissioned aerial 
topographical mapping, 


assures the 















accuracy of 
each tree along the fairway 
and every contour on the 

green. Access also films hours 
of footage to be converted into 
aerial fly-bys and multimedia 
tours. If you've been there on Links 
LS, youve been there. 


Choose your club and be transported 
over land and sea to the fairways and greens 
of the Links LS Tour. To find out more about 
additional features including Modem/Network 
Play, call 1-800-800-4880, or visit our web 


site: http://www.accessso yftware.com 
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HLL-NEW GOLD EDITION FEATURES 


Super VGA Graphics intensify 
realism and excitement 
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Play against competitors across the world 
with Westwood Chat* 





New Command & Conquer Theme Pack includes 
screen savers, icons and desktop patterns 
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egative of Herve Villachaize 
- graces the barfront 


Re atarmerer eters 


The butler’s name is Chives, Burl 
Chives, son of Sowirkremen 


Sexual harrassment at 
the water cooler 


The Acid Queen sells 
Classic Slug Slime 


cience fiction has many faces. Some of them are mottled with poison-drip- 

ping, rubbery, flaky suction cups and sixty-seven blood covered fangs sink- 

ing into human flesh, dissevering it as if by demon cheese grater. Others 
are impersonal metal cases of steel gray, with blinking lights and billions of layers of 
homogeneous logic circuits, attempting an orderly solution to universal concerns in 
the year 2487. Still others are battling alien races striving for galactic control in ever 
more sophisticated vehicles wielding powerful weapons, hoping to be the first to 
produce the other’s Armageddon. But Spider Robinson saw a different face. He saw 
your face and my face and the faces of our friends and families. Had he a mirror (and 


‘ll venture to say that he had), he saw his own face, and brought that reflection to 
light in Callhan’s Crosstime Saloon. 

Since its inception in 1977, Robinson's Callahan’s has enjoyed numerous lit- © 
erary awards, and has spawned six sequels, with a seventh on the way. Why are 
the Callahan’s books so different from their distant sci-fi cousins? Because 


Robinson's vision does not provide a view of the universe as it might be (as 
improbable as some of his characters are), it explores humanity as it is; and 


thoughtfully and often poignantly describes this to us in a setting which might 
be down the street from any of us — in a little bar called Callahan's, where any- 


thing is likely to happen...and does. 


Bards, musicians and prestidigitators all 
Game designer Josh Mandel (known to many as the 
Bard of Queens and the father of Freddy Pharkas, 
Frontier Pharmacist) recognized in this material the 
seed for a potentially masterful piece of interactive fic- 
tion, and Legend Entertainment's Bob Bates and Mike 
Verdu, great proponents of the story-and-substance- 
over-glitz school of thought, agreed. And thus was 
born A Project - taking the pages of Spider Robinson's 
work and translating them to the small screen. 
Initially, the Spiderman relinquished the Callahan’ 
license to the Legend team to do with it whatever 
they would, with one admonition: “Don't make 
Callahan thin.” As the design developed, however, 
Robinson became more and more caught up in the 
project, and would be in touch with Mandel on an 
average of three or four times a week to join in the 
creative process. Also a professional musician, 
Robinson has agreed to perform several original 
songs, which will appear during the course of the 
game. While Spider is a professional musician, Josh is 
an amateur magician (and gifted comedic writer and 
former stand-up comic and general psychopath), so 
we will be treated to quite a few gameplay elements 
devoted to magic tricks, and more than a few gags. 
Josh has also been a professional Pillsbury Dough 
Boy impersonator...but I'll bet we won't even see a 


trace of “that poppin’ fresh dough.” 


The soul of Callahan's 

Callahan’s' themes are simple; they lie in the belief 
that “pain shared is pain lessened, while joy 
shared is joy multiplied,” and also in the fact that 
our sense of humor — our ability to look at our- 
selves objectively and laugh — is the one quality 
which makes humanity unique and precious in 
the universe. The bar, as | said, could be anywhere, 
but happens to be on an island just off the coast 
of North America; Long Island, in fact, on Route 
25A in Suffolk County. In the original book, the 
regulars at the bar spend evening after evening 
together, swapping riddles, puns and stories and _~ 
having some very unusual confrontations with 
some even more unusual beings - some of them 
not of this world - but the underlying themes 
remain. Visitors to Callahan's have not found this 
place by accident; you find Callahan’s when you 
need to find it, and somehow it seems as though 
the folks there probably needed you a bit, too. 
There is even a virtual Callahan's on the Internet 
where folks visit, swapping riddles, puns and sto- 
ries (now where have we heard that?) and gener- 
ally making the lives of its frequenters just a little 
bit lighter and fuller, through the sharing of 
camaraderie and friendship. One Legend insider 
has described the whole Callahan's phenomenon 
as “Friends without hairspray.” 














- even. 





The gamestory unfolds 
In the gameworld, the premise is that Earth is actu- 
ally an art exhibit whose sole purpose is for the 
entertainment of the “Gods” (whoever they may be). 
One of the Gods, Gingranich (!), believes that there is 
nothing on Earth at all worthy enough to justify 
its continued existence; he wants to cut 
Earth’s funding. Fortunately for Earth, the 
Gingranich team Curator is in need of a beer. 
He stops into Callahan's where, through the 
course of five mini-stories, he learns what the 
regulars knew all along - that life is about 
sharing with others that which, when con- 


“lf 


door, | say. But perhaps the most useful piece of 
information gained here is that one must show 
ID to buy wax lips in Transylvania. 
The third story tells of Squish, an alien who 
comes to Callahan's for absolution because his 
race has sent a satellite releasing testos- 
terone-depleting chemicals into the Earth's 
atmosphere. Jake and Noah Gonazalez, head 
of the Suffolk County Bomb Squad, must 
destroy this satellite, lest everyone start 
singing falsetto. 
The next two stories may also be played 


tained, means a whole lot less. It is after this there interchangeably. The first involves Al Phee 
point that a sixth story emerges, touching (what's it all about?), a time-traveling sales- 
upon the themes and accomplishments is in man who cut a deal with a devil-of-the- 
from the previous five and reinforcing future. As a result, he has gained psy- 
geoph gattleian facta Tbe hek Gohe te Aieibaiee 
shoal eae Bs eyes of Callahan's Place out - my aH a Jake a & 
ake Stonebender, the narra- : ee’s TimeSled to travel to the 
tor in ‘ . the Callahan's oa there in the so-called at ee pee he evil Dr. 
ries, and the game's main char- Dupliscidus for an antidote. 

acter. Once the exposition and real world, and you And what bevy of characters 
character introduction has —. would be complete without a 
been completed, the _ initial know where It IS, | talking German Shepherd? Ralph 
experience is a small series of J Von Wau Wau blows his cover 
“anteroom puzzles,” after which sincerely hope you f/] (the one which kept the public 


the first three adventures may 
be played in any order. 


tell me. ‘Cause I'd 
really like to hang 


from discovering his degree in 
linguistics) by appearing on 
Nightline one evening, and in the 


A parade of the bizarre wag of a tail he is taken into cus- 
Josie is a member of the Time ‘la “ __‘tody by government officials wish- 
Police. Since the anything-is-pos- out ther e awhile. ing to discover the secret of his 
sible world means just that, time _ 4 speech. What research method is 
travel is certainly not out of the Sp ider Robinson proposed? Vivisection, of course — 


question. Jake and Josie travel to 
the Brazilian rain forest to attempt 
to change history and save a rare, intoxicatingly 
delicious species of Cacao Tree from extinction. 
Why is it endangered? Pencil manufacturing, of 
course (with the toothpick cartel a close second, 
no doubt). Faxon-Casderoga, the Evil Pencil 
Conglomerate must be thwarted, or Perugina and 
Godiva might themselves become extinct. 
Another of the first three quests centers around 
a gent named Pyotr, the bar's resident Designated 
Driver and Vampire extraordinaire. It’s a love story, 
during which Jake must locate Pyotr and reunite 
him with his long lost love, Sasha. In a very early 
demo, | was able to play through a good deal of 
this scenario, and am able to say that Mandel’s 
comic flair is present at every turn. There's a door in 
this Transylvanian setting that, when selected, 
allows you not only to attempt to “open” or “close” 
it; you may also try to “gnaw” it...or “jimmy” it...or 
“slide under” or “cheddar” it. Cheddar that 





because observation would be too 

humane. While Ralph can talk, his 
best friend Joe (who is not a dog) cannot. He and 
Jake travel to Mount Weather to rescue the 
pooch, and perhaps perform surgery on certain 
government Officials. 


Afterward 

We are promised a hilarious trip, a touch of the 
ridiculous and a piece of the absurd presented in 
a 360 degree, painstakingly rendered environ- 
ment replete with the puns, games and puzzles 
for which Legend is famous. Finish these five 
adventures, and see in the sixth what happens to 
determine the fate of our world. Finish these, and 
learn a little bit more about empathy. Finish these, 
and learn a little bit more, perhaps, about yourself. 
Then take a shot glass and smash it into the fire- 
place — smash it into a million shards. That's what 
they do at Callahan's Crosstime Saloon — so 
smash away, and call it...catharsis. = 
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ON-LINE DEMO AVAILABLE NOW! 
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hen it comes to software companies, most people will agree 
that the major players are firmly established in the US and 
Europe. Companies like Origin, MicroProse and Virgin pump out a dozens 
of titles each year, and generally enjoy a high profile in the computer 
|| gaming media. That’s only half the PC gaming picture, though. Balanced 
against these larger corporations are a host of smaller publishing houses, 
| catering to very specific niches in the market. One such entity is Strategic 
Studies Group (SSG), an Australian company dedicated to producing 
| quality war and strategy games. Based in Drummoyne, New South 
|| Wales, this talented bunch of designers, programmers, and artists 

: have been subjecting grognards around the globe to a rich, 

4 steady series of stimulating titles for over 13 years. Just about 
every computer wargamer worth his salt has probably tried 
an SSG title at sometime or another ... and the Warlords 

|| series of games have probably found their way into more 
homes than cable-tv repairmen. 

With the recent announcements of planned remakes 

E of Reach for the Stars and Warlords (not to mention 
the long awaited The Last Blitzkrieg), the staff at 

|| CGS+ assigned me the onerous task of interviewing 
Gregor Whiley, Vice-President of SSG, Onerous task, 
you say? Most assuredly. You see, it’s a well known fact 
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STRATEGIC STUDIES GROUP TALKS ABOUT GAMES AND 3E 
(THOUGH NOT NECESSARILY IN THAT ORDER) 
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BY PHIL THE. 


with their customers then those monolithic mega-corporations. After 
monitoring several on-line services, | have come to realize that SSG 
takes customer opinion very seriously. When you're planning a new 
game for publication, how much input does the public have on your 
choice of topic? 


GW: The public have a fair say in our choice of game titles, but 
they have even more influence on the further development of a 
game after its initial release, the Warlords system 
being a case in point. Almost all the changes since 
the original Warlords have been requested by 
users. Right now, we've set up links on our Web 
site [http://www.ssg.com.au/] so that users 
can E-Mail us with ideas they'd like to see 
incorporated in the new Reach for the Stars 
or Warlords Ill games. As Producer, | read 
and reply to all of those, and they are 
also distributed through the rest of the, 
company, so people's ideas have e\ 
consideration. | 
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and design their Al after the main part of the 
is completed, an approach which severely | 
possible results. 


cGSs-+:The Last Blitzkrieg is quoted as having a “new operational : 
Al system;” what kind of arcane wizardry have Roger Keating and lar 
Trout performed this time around? | 


GW: Roger and lan are working on a scripted card Al system, similar in 
some ways to the system used in Carriers at War, a game which we © 
always felt had our best Al. The scripting systems used in Carriers at 
War and The Last Blitzkrieg are very difficult to develop, but they are 
very powerful. If we didn’t include Al, we could have Blitzkrieg out 
tomorrow. As with all scripted systems, the longer you work on it, the 
better you get at using it. The long development times we devote to 
our systems are another reason for their success. 








similar fea- 












CGS+: Your own Carriers 
at War has a very powerful 
scenario/Al editor 
(WarRoom) which gamers 
cite as the best they've ever 
seen. Does SSG plan to 


THE AMERICAS 
J/ARLORDS 4 
ture in The 
Last Blitzkrieg, 
either as part of the software 
or as an add-on? 





LELL 
GW: Version 1.0 of any scripted 25252525 25 a5ie 
software intelligence system is 
barely suitable for in-house use. 
With Carriers at War we didn't 
release the editor until it was well into its third generation. We won't be 


in any hurry to do something similar for The Last Blitzkrieg until the sys- 


__ tem is actually useable by a serious gamer. 


- €GS+: After putting all this effort into The Last Bliztkrieg / would guess 
- youd be utilizing the engine as a basis for a series of WW2 sims. Do you 


have any tentative ideas as to what battles/theatres you'll cover? 


GW: We think we'll head for the Russian Front, and do Korsun Pocket. 
After that, it’s probably somewhere on the Western Front, probably 
Normandy. 


CGS+: SSG has specialized in conflict simulations so far. Are there any 
plans to diversify your market into RPG/Adventure titles, etc,. the way, say, 
SSI did in the mid-to-late 80's? 


GW: No. Although if someone came to us with a finished version of an 
RPG similar in accomplishment to the Ultima series, say, we'd certainly 


_ypublish,it. However, we like what we're doing, and we're good at it, so 
~ why change? 


. : ccs +: Sometime ago | remember another Aigialian player in the game 
industry; Panther Games: They used to make excellent boardgames (Trial 


of Strength springs to mind) and also tried their hand at a PC game (Fire 
Brigade, which covered the ‘43 Battle for Kiev). Their planned Flashpoint 
series of games advertised in the early 90’s never materialized. To the best 
of your knowledge, are they still around? 


GW: Panther Games are trying to rise, Phoenix-like, from the ashes, and 
SSG is doing everything we can to help. 


CGS+: Just about every board-game/computer wargame ever 
made uses hex maps to regulate positioning and movement of units. 
360's Patriot broke new ground by dispensing with hexes, as well as 
introducing real-time combat; admittedly though, Patriot didn’t truly 
succeed as a game. What's your view on hexes in wargames? 


GW: | doubt that anyone in the industry will be using Patriot as a 
template for success. Certainly the hex grid is an abstraction. But 
it’s representing a very variable concept, the “position” of a unit or 
units in combat over some period of time. Given the inexact 
nature of the phenomenon that is being modeled, the abstraction 
is not a serious problem. 

On the other hand, it does provide significant advantages, for 
both the user and the Al, which is why it’s unlikely to go away. | 
don't think anybody, even 360, feels that Patriot advanced the art 
of wargaming. 

The “real-time” games enjoying success at the moment are real- 
ly just limiting decision making time. You'll be able to limit turn 
time in The Last Bliztkrieg. Playing a network game against a 
human opponent with five-minute turns will certainly concen- 
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trate the mind wonderfully. 


cGSs+: What kind of design philosophy do you follow at SSG? For exam- 
ple, Atomic Games aim their product at the hard-core grognard communi- 
ty. How do you balance detail and playability etc.? 


GW: We have two basic strands. One is the fantasy/strategy stuff like 
Reach for the Stars, where we concentrate on 
playability. The other is the historical simula- 
tion, where results must obviously match reali- 
ty.In both games though, we take great trouble 
to reward tactically and strategically correct 
play, and punish bad play. We also ensure that 
the system can’t be “cracked” by producing one 
unbeatable troop type, or following an unbeat- 
able strategy. 
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CGS+: You've now announced a planned 
remake of Reach for the Stars, as well as the next 
iteration of Warlords. Can you describe some of 
the initial design goals you've formulated for 
these two titles? 


eek re 
Sates 


GW: Reach for the Stars will retain the basic explore/build/conquer 
approach of the original game, but everything will be bigger and bet- 
ter. You will build your own ships, using the fruits of your R&D program, 
and employ them in a new tactical space combat system. This will be 
carefully designed so that different ship building approaches will gen- 
erate different tactical imperatives. 

Warlords III will incorporate a lot of the features users have been 
requesting. A magic system, expanded role for Heroes, troop types 
unique to a side, a much more realistic diplomacy system, better Al and 
a full campaign game with multiple linked scenarios. Naturally, we'll 
also have much better graphics and full networking options. 


CGS+: The market is getting soaked with real-time strategy clones; what 
features do you envisage adding to Warlords III to avoid the clone tag and 
give it a more unique look? 


GW: Warlords ... has always had a lot more depth hes the Warcrafts of 
this world. There is more to consider, more strategic possibilities, and 
less predictability about. the gameplay. Warlords has also had a huge 
edge in solitaire play. These differences will only be enhanced by the 
new. features; Warlords Ill will remain a 
true strategy game with unmatched | 
replayability. 































«JHE LAST 
CGS+: Gregor, thanks very =] 4 ce 


much for your time. 


GW:A pleasure. Can | have the 
beer now? @ 
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The underground realms of Ibido. Notice the 
sword-shaped pointer; it’s pointing at an engineer 
currently drilling up to the next cave level 





very once in a while, a game publisher surprises us with the announce- 
ment of a game that we’ve never heard of, but one that is nonetheless almost ready for 
release. While this is not too common any more in these days of extended development 
times, it’s not rare; what is rare is when the publisher itself is surprised. Such is the 
case with Cavewars, a new DOS-based fantasy strategy game being published by 
Avalon Hill. Developer Broken Arrow Entertainment approached Avalon Hill with this 
almost-completed product late in the summer; once the ink was signed the PR folks at 
Avalon Hill had barely enough time to get preview information on the product out to 
us (if we’re lucky, you’ll be reading this preview just a few weeks before the product 
hits the shelves). 

Cavewars is set in the fantasy world of Ibido. Driven underground by a mysterious 
super-race, the various lesser races (eight to select from, up to five in any one game) 
are fighting for survival and dominance in the massive cavern complexes of the sub- 
surface. Races include peoples like the thoroughly average humans, the powerful but 
uncreative Gakkar, and the magically powerful Tarchons. 

The turn-based game combines elements from many different strategy games, mix- 
ing them all together and throwing in some original ideas as well. You'll find a lot of 
the empire-building components of Civilization (cities, research, resource management 
and production), fantasy military operations reminiscent of Warlords, employment of 
magic in the style of Master of Magic, and some of the mixture of fantasy and sci-fi 
(summon a zombie to fight alongside your assault rifle-equipped, flex armored troop- 
ers) that’s become mildly popular in many media of late. The chief original concept (at 
least, original for a strategy game) is that the underground realms of Ibido are a cave 
system and therefore three dimensional, giving a whole new meaning to the concept of 
“vertical envelopment” as you dig up (or down) through the five levels. Familiar to play- 
ers of 3D chess, wargames with paratroops, or tactical strategy games like X-Com, the 
extra strategies you’ll need to employ can add quite a bit to gameplay. 

Each player will start with a single city and a minimum of technological develop- 
ment and magical ability. Gamers will need to balance out their populace carefully, 
allocating them between resource exploitation and production, research, defensive 
enhancements to the cities, and ceremonies to enhance your magical energy supplies. 
the animations if you wish, or just Resources include food and metals you’ll need to drive your industry and the people to 

rush through to get the results make it all happen. Metal deposits are often buried in cave walls, so you’ll need to use 
your engineers to uncover them for later retrieval. 

Each city can work on developing one unit, and it’s up to you to decide exactly how 
to equip your forces (weapons, armor, mounts, etc.). Special units like engineers, 
tanks, and mages may also be produced, but can be quite expensive. You will start out 
with stone/bronze age capabilities technologically and with weak tribal shamanics 
magically, but through research (for technology) and magic collection you'll eventually 
achieve space age technology and magic powerful enough to make Gandalf cringe. 

Once you’ve played through the five level world of Ibido, you can choose to try 
again with randomized starting positions (and a different mix of races), or have the 
computer generate a random five-level world (there will not be an editor). While you 
can play hot-seat with up to four other human players, there won’t be any multi-sys- 
tem options in the initial release; Avalon Hill, however, is investigating the possibility 
of adding Internet play to the game (they also expressed some interest in the idea of 
an editor). Some of these capabilities might make an appearance in a follow-on game 
if Cavewars does well (a follow-on might allow players to break out onto the surface 
of Ibido, carrying the storyline into new arenas). 
oT While not a flashy game (thank goodness-it will probably run decently on lower 
Choose from one of eight different races end machines), and not totally original, Cavewars will definitely bear watching. If 
nothing else, it will provide a respite to gamers tired of real-time mayhem. = 
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PREVIEW by Steve Bauman 


DK 


A shiny, happy 


The gothic influence of the deisgn is 
obvious in this close up of Kurt’s gun 





he rules of the 3D action game may be rewritten by some guys who are most 
famous for having created a worm. When Shiny Entertainment’s MDK hits the stores this 
holiday season, they may soon be known as more than “those Earthworm Jim guys.” 
Shiny insists MDK does not stand for “Murder Death Kill,” but instead stands for “Max, 
Dr. Fluke Hawkins & Kurt,” to which we say, right... and the band Kiss’ name stands for 
“Knights in Satan’s Service.” 

However, there is some merit to the claim for this being more than a splatter-engine. 
MDK takes place in the future, where “energy streams” span the universe. The Earth, 
sensing a new free energy source, harnesses and embraces this source, eliminating pollu- 
tion and making everyone really, really happy. 

But not for long. The streams are actually electronic discharge paths, which can be 
traveled across by really nasty guys, called Stream Riders. They descend upon the Earth 
and unleash eight giant moving cities, which manage to destroy our slightly less mobile 
variant. People go into hiding. All is lost. 

Ah, but we’ve seen Independence Day. We know there’s always some scientist some- 
where who, usually with the aid of a mere Apple Powerbook, can save the universe. MDK 
is no exception. It seems the inventor, Dr. Fluke Hawkins, away from the Earth studying 
the effect of “flange orbits,” his genetically engineered dog Max, and Kurt, the doctor’s 
protégé, started to suspect something was wrong. They were right. 

Dr. Hawkins decides action is needed. He gets ready to send Max and Kurt off, but 
Max, being the overzealous one, heads out to get the bad guys without any instruction 
(or assistance from the good doctor). Kurt, though, is the lucky recipient of some of the 
doctor’s inventions. He gets a suit designed to repel bullets (in stylish black latex), the 
“World’s Most Interesting Bomb,” the “World’s Smallest Nuclear Explosion” and the leg- 
endary “Human Mortar.” 

So off Kurt goes, to defeat the sentries and bad guys in the eight cities. The game uses 
a slick third-person perspective in a 3D environment. However, the game’s true innova- 
tion is found in Kurt’s weapon of choice. It can be used while in third-person mode as a 
machine-gun like weapon, useful for strafing and taking out large volumes of bad guys. 
However, it can also be placed on Kurt’s head and turned into a combination scope/ 
sniper rifle. 

This is the mode of the game which takes it to new levels. Once attached to your 
head, you can zoom in over great distances. You can literally target any part of the polyg- 
onal creatures’ bodies and shoot off limbs, take out eyes, or shoot through one-pixel 
cracks in walls. The zoomed in mode allows amazing detail to show on the incredibly 
weird looking inhabitants of the mobile cities. 

Spending a couple of hours playing the game at London’s ECTS trade show, it’s easy to 
see how this adds an entirely new dimension to the gameplay experience. Shiny’s David 
Perry explained that they don’t really want to dissuade gamers from taking the all-out vio- 
lence path, but this next example shows why this may be the thinking person’s shooter. 

After walking down a hallway, Kurt found himself in a round room where a couple of 
goons were blocking a door leading to another part of the city. Following the usual tech- 
nique of shooting first and thinking as little as humanly possible, I walked into the 
room, guns ablaze. The goons summoned a ton of additional units, who proceeded to 
make short work of Kurt. 

Perry laughed and then demonstrated the proper technique for disposing of the bad 
guys. As you approach the room, you hide behind a column and use your sniper rifle to 
target the lock on the door. One shot at the lock blows it off, causing the door to fall on 
the goons, killing them all. Brilliant. 

One location features an enormous globe in the center of the room. You can shoot 
the globe repeatedly, causing it to spin on its axis. Eventually, it spins its way from its 
= 2 es : | mounting point and crashes through a glass skylight in the floor. You then follow the 
Kurt runs through one environment. Shiny decided globe through the hole, opening your ribbon parachute, and coast down to another 


Kurt targets the enemy. Yes, 
this is a rendered scene 


After defeating this character, Nick Bruty of Shiny 
revealed how you could continue to shoot him around 
the room, causing him to bounce around madly. 
Curiously enough there was a rim-like device on the 
ceiling. Shoot a few hoops before continuing. How cute 





against a more complex Quake-like environment, level. Amazing. 
instead concentrating on speed and better AI MDK already looks like a wonderful piece of work, one which could inject a needed 


breath of fresh air into the stale action-game market when it’s released later this Winter. m= 
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How did we come up with the exciting 
new features found in Destruction Derby 2? 


By accident. 


WWW+pSygnoSis-com 
Destruction Derby™ 2 is the perfect combo of balls-to-the-wall racing and 3D wreckage. Seven 


new tracks are longer, wider, faster, plus four destruction bowls. Cars roll, cars flip, cars fly off 
the track. There's more deadly debris to deal with - tires, doors, hoods get jettisoned and serve 
as incoming missiles. There's all new fire, new explosions, and improved suspensions for more 


realistic handling. Destruction Derby 2. Designed exclusively for the true connoisseur of crash. 
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Acclaim takes Magic to war 
in this real-time strategy game 


Battle on the continent of Corondor 





ack in May we saw the first hints of it at the E3 show (see our August 
issue) — another computer game based on the Magic: The Gathering collectable card 
game from Wizards of the Coast. What could this be? How could this be, when 
MicroProse is finally wrapping up its two-plus years’ efforts to bring Magic to the com- 
puter? In July we were able to get a bit more info (and a screen shot or two) past the 
forces of darkness and their evil overlord, “Licensing/Marketing Restrictions,” to bring 
you a few more details on the game (see our October issue). But still... another Magic 
game? Well folks, the forces of good have won out, and the information is finally flow- 
ing, just in time to preview the game that could hit the shelves the same month 
(November) as the MicroProse product. 

For BattleMage the design wizards at Acclaim have actually caught the dual gaming 
9 ne waves of Magic and real-time strategy gaming (well, some folks might argue that the 
A battle in the snow Magic wave has already washed by). They’ve taken the Magic simile of cards as crea- 
tures, artifacts, spells, and so forth and carried it beyond the “dueling” concepts of the 
card game, with an added tactical level: instead of playing your cards and tallying their 
effects as in the card game, your “cards” are actually represented as objects which get 
deployed on a battlefield; you must then control them in real-time conflict. This means 
your old Magic strategies won't be as reliable, because now a play which would have 
been an automatic winner in the card game can still be lost on the digital battlefield of 
the computer game (if you’ve played the old Electronic Arts game Archon, you know 
what I’m talking about). 


.the design wizards at Acclaim have actually caught the dual 
gaming waves of Magic and real-time strategy gaming... 


The game will feature two modes of play, duel and campaign. The Duel Mode is sim- 
ilar to that in the card game, wherein you battle your opponent(s) in a single battle, 
utilizing a customized library (“deck” in Magic parlance) of creatures, spells, enchant- 
ments, and artifacts. Battle the computer or up to three human opponents via serial 
connection, modem, LAN, or Internet (exactly how the Internet feature will work has 
not been announced yet). While such “pickup battles” will be fun (especially with the 
on-line crowd), hard-core strategy gamers will likely dive into the Campaign Mode. 
While MicroProse’s version has an overarching adventure theme to tie together Dueling 
opportunities, Acclaim’s Campaign Mode sounds more like the one included in New 
World’s Heroes of Might and Magic. Questing and conquesting are the activities of the 
day in the Campaign Mode, as players (or “planeswalker” wizards, to use the Magic ter- 
minology) move about the land. You'll collect “magical artifacts and spells” (i.e., Magic 
cards) as you travel, and meet up with some 90 characters from the Magic universe; 
some of these encounters will lead to interaction, positive (you get loot) or “negative” 
(you fight a Duel). The campaign, set in the form of “an epic battle,” will be random, 
so replayability should be high. 

The huge variety of cards are the heart of Magic, and according to Acclaim, 
BattleMage “graphically interprets the creatures, artifacts and enchantments from 
the Fourth Edition, plus additional creatures, spells and artifacts from the upcoming 
Mirage expansion set” (note that they don’t promise a// the Fourth Edition or 
: 2 Mirage cards). Six “never-before-playable legendary characters” will be provided in 
Control the creatures in real-time Te : the initial game, and Expansion Packs will add “new missions and sub-plots to the 
Campaign Mode,” which should keep BattleMage up to date with the new card game 
expansion sets. & 
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MEET YOUR SAVIOR. 


It's May 2086, alien Mechs are taking-over the world. Humans are being imprisoned within robot bodies to 
destroy all life on earth. It’s a race against time for Russian renegade soldier Krazy Ivan to pilot a suicide 
mission that will destroy the aliens and free the human race. 

Blast your way into 3-D arcade-action madness with over 30 classes of Mech enemies to destroy in 5 


international battle zones. Customize your battle suit and upgrade your weapons. Are you just crazy enough 
to save the world? 
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MacSoft’s Terminal Velocity offers The best CD-ROM game of 932 A.D— 


fast 3-D texture-mapped graphics, Monty Python and the Quest for the 


full 360-degree flight movement Holy Grail from 7th Level, Inc. It will 
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Westwood Studios’ Command and Tank Commander by Eidos 


Conquer takes you into a gritty, Interactive slams you into the cock- 


high-tech world where the art of pit of an M1 Abrams tank as you 


electronic intelligence and covert test your split-second-decision 
surveillance reigns supreme. Where skills against enemy tanks in over 
guerrilla strategies and savage com- 25 fully textured missions. Destroy 
bat are the norm. Muster forces and T-72, Leopard and Challenger tanks 


lacerate your enemies to the bone. with over 7 weapons. 





With its incredibly realistic flight WING COMMANDER Origin Systems’ Wing Commander 
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Get ready for the biggest adrenaline rush of the holiday season. Were talking new games 
lor the Mac: We're also talking sweaty palms. Heart-pounding exhilaration. Stomach-in- 


the-throat thrills — the works. And here’ the best part: with thousands of titles to choose 
from, you may never come down from that gaming high. Piqued your interest? Good. 
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So now youre probably wondering how to get your twitching fingers on these games. Just visit stores like CompUSA, Staples, Micro Center and Fry's 
Electronics. Or, flip through any Mac mail-order catalogs. Or, hop on the Net. But no matter where you go to find them, remember to look for the smiling 
Mac OS logo. (All great software wears this face.’) If you're ready to take your adrenal glands on the ultimate ride, visit wwwmacsoftware.apple.com. And 
learn more about games for your Macintosh’ and how to find them. Of course, if you want to, you can always use a phone: call 800-500-4862. 
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NovaLogic has done a lot of work on the battle 
environment - here we see their smoke effects 





here are a number of different ways to do real-time tactical gaming, as a 
number of recent, very successful projects have demonstrated. The nice thing about 
this imminent release is that — like all of NovaLogic’s recent work — it gives the player 
advanced graphics, sound and control without skimping on gameplay. 

The original Armored Fist had a few things working against its success. Most obvi- 
ous was the resolution of the original Voxel technology pioneered by this company. 
Along with that, the pace and challenge of the included tank combat was so chal- 
lenging that many players, overcome by both lack of situational awareness and the 
rapid deployment of almost 100% effective computer forces, simply threw their hands 
up in despair. 

This time around, however, the technology managing both SA and computer-run 
opponents has matured, to the point where the fast pace of the game no longer gets in 
the way of its playability. Voxel Space 2, as discussed a few issues back, brings 
increased resolution without significantly increased animation performance degrada- 
tion, so that ground-based, real-time combat can be done without any compromises in 
the visuals, or in the realism of 3D terrain design. The computer AI, while still fast- 
paced and challenging, has been improved so that opponent units stay within reason- 
able performance parameters, giving the player time to issue the necessary commands 
to allied forces to win the mission. 

Very much an on-the-field simulation, Armored Fist 2 provides a good, quick-look 
- i ===... f overhead map, which will give the player all the necessary information about longer- 
The new polygonal tanks replace the ae range location of enemy and friendly units, but its main focus is directly from the tank 

ugly bitmaps of the original perspective. Your main tactical challenges will be happening as the battle unfolds, 
| under the pressure of real combat, with all the excitement that can entail. 

You start out each mission situated in the lead tank of the lead battle group, with 
the option of switching between on-the-ground tank units, both for quick reconnais- 
sance of the local situation and for fine-tuning of the solid, computer-managed team 
AI. From within the tank, keyboard and/or joystick control gives you the full range of 
movement and fire options possible with an M1A2. Separate control of tank movement 
and turret/gun movement is particularly effective with hat-based joysticks, though full 
keyboard command remains a viable alternative. 

Your understanding of the mission develops directly on the field, as you see the 
alignment of forces and gather reports, via the excellent radio communications simula- 
tion, of what’s happening around you. Should you, for instance, start to hear Company 
C calling for immediate air support, chances are pretty good, if you’re wandering 
around an empty field, you should trot on over to try and help out with your units. 

Multi-player is fully enabled in this simulation, and will offer solid support for allied 
and opponent team tactics. We haven’t had the chance to test latency issues yet when 
trying to play modem-modem or over internet, but certainly LAN-based multi-player 
should prove to be smooth and exciting. 

Tactical play occurs in Armored Fist 2 primarily through real-time movement and 
fire, and effective management of the radio control system. You issue orders to your 
units for formation via this system, and use it as well to call in air and artillery sup- 
port, once opponent units are identified. Learning which formations are most valuable 
under what circumstances is the main mind-bender during the mission; effective 
understanding of formation techniques and appropriate use of terrain for cover and 
sighting, prove key. 

The beautiful, fully 3D hills and valleys of the included terrain sets provide some of 
the most varied opportunities for using realistic tank battle tactics we’ve seen so far. 
With this much realism in the ground terrain, you’ll soon find yourself thinking in 
three dimensional terms when it comes to deciding how to make an approach to the 
helicopters atop the butte, or when it’s time to find some valley to save your units from 
immediate obliteration. 

Armored Fist 2 looks to be a solid, engaging real-time tank simulation, focused on 
the fast pace of action on the field. We’re eager to see final on this one. m 


Here’s another of those tanks... 


...and another 
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pace empire building games seem to come in waves; every few years we get 
another one or two or a few, most of them based on the same theme of exploration, 
technology development, exploitation, and conquest. Oddly enough, things have been 
quiet in the ocean of space empire games...ominously quiet. That’s because a huge 
wave is building, a tsunami of new releases, games which are scheduled to be out over 
the next year. If my estimates are correct, the count is currently at thirteen space 
empire games, including much anticipated follow-ons to such illustrious titles as 
Master of Orion and Pax Imperia. What’s a game, new to the field, supposed to do to 
stand out in such a crowd? Obviously, the answer is (aside from being the first to hit 
the shelves) to come up with a new approach, something not seen before and not 
duplicated by others currently under development. The folks at Virgin and Firestorm 
think they’ve done this in their upcoming title, Galactic Mirage. 

The first thing which is different is that Galactic Mirage will be played out in real- 
time: in the lower corner of your emperor’s display is a little clock spinning away the 
made-up “metric minutes” and “metric seconds,” the time your empire has existed. 
Everything will happen in real-time, throughout your empire (at least you won’t have 
to worry about relativistic effects!): ships will be built, colonies will grow, foreign 
“embassies” (read spy bases) will be working their dirty deeds, and massive invasion 
fleets will pop through the wormhole of your most important system... unless you do 
it to the enemy first. 

If the thought of managing a multi-star system empire in real-time leaves you staring 
bug-eyed (which, depending on the race you play, you might do anyway), not to worry; 
that’s what the AI “middle managers” are for. Says Firestorm’s Al Nelson, “we allow you 
to design/build/train Al powered subordinates. They have attributes (intelligence, 
aggressiveness, etc.). That gives them personality. You can task them with command of 
fleets or planets. In this way, you can off-load the tedious tasks and spend your time act- 
ing like the big cheese.” Part of the AI system will be based on a commercial “fuzzy 
logic” tool originally designed for controlling industrial robots. Your middle manager 
commanders and governors and your AlI-controlled opponents will use the “fuzzy code” 
generated by the tool to “...weigh the options and make choices that seem most correct 
for [a] situation. They [may] behave differently next time.” 

The game will let you pick your galaxy of choice from a 2D “universe” map; galaxies 
are rated by things like size, age, type, resources, and number of races (although some- 
times this is number of known races). You pick your race, name, home planet, and fleet 
“style” (to help differentiate your ships from the enemy’s during combat), and then 
descend into your galaxy-of-choice. It’s here that things begin to look a lot different than 
earlier space empire games, for both your galactic and solar system maps are real-time 
3D; finally, a space strategy game which recognizes that space isn’t flat (remember the les- 
son Khan had to learn in Star Trek: The Wrath of Khan?). You'll even be able to jump to 
individual planets (or their moons) to set up your colonies, with typical colonial buildings 
like bomb shelters, habitats, missile bases, casinos, and so forth. 

Combat will not be the stately, turn-based dance of games like Master of Orion, but 
will definitely have the flavor of C6C or Warcraft IT. Build a fleet, send it through the 
worm hole. Spin the display, zoom in on your objective. The defense is fierce in one 
direction, but you suspect a weakness in another, so you group a set of ships and send 
them around behind the enemy’s star. You'll be able to set ships into attack mode, cap- 
ture mode (use your marines to board a ship or land on a planet), defend mode (to 
protect planets or cargo ships), or just put them under computer control if matters of 
state demand your attention elsewhere. 

And all of the above just scratches the surface of what this game promises. I haven’t 
even touched on multiplayer capabilities (you should be able to set up servers in a 
fashion similar to Quake), diplomatic actions (most of these involve dirty tricks like 
spying, sabotage, and assassination), and all the niggling details of colony manage- 
ment, research, and ship design. Hopefully, though, we won’t have long to wait to look 
at these in detail, as the game’s due to ship by the end of the year. m 
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although you will be given a fund of “points” 
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> Stunning Hi-color, Hi-res 
graphics with 65,000 colors 


7» Almogpheric susround sound 


Detailed storyline with 
real-time battles in SVGA 
vector graphics 


Realistic underwater motion 
Simulation with currefits ” 


> Impressive arsenal 
of weapons 


Interact with hundreds. 
of characters 


Advanced dialog system 
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fends where the deep begins . . 


CHECH OUT WWW.BLUEBYTE.COM FOR YOUR MISSION INSTRUCTIONS 
Call 1-800-933-Byte for further information. 
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Killing Time” is a fright-fest for the true aficionado 
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of first-person corridor mayhem. 





You’re trapped — locked in an island mansion crawling with the undead. 
Clear heads with a penchant for puzzle solving must prevail. 
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trademarks and/or registered trademarks of The 3D0 Company. 


All other trademarks or registered trademarks are the 
properties of their respective owners. 
©1995, 1996 The 3D0 Company. All rights reserved. 
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storyline so, Use your brains and shotgun blasts to shatter the 


spell that has kept the island in a horrific limbo. 


Afraid? Don’t be. Visit your favorite retail haunt or to order direct, 
dial 1-800-336-3506, or summon us on the Web: www.3DO.com/studio3do 
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kali95 and internet gaming 
additional tips for some of the newest games 


n this segment of the Kali95 article, we'll 

be getting back into a few more games 

over Kali, and also some of the new 
Internet-direct. 


more games 

Descent and Descent II: The cornerstone of 
Kali gaming, Descent used to be the game to 
play (and, along with its sequel, often still is). 
Pentium users are probably going to prefer 
Descent II, because of its better graphics, but 
a lot of people report better performance 
with the original.| have found both to run 
well most of the time. Descent is unusual 
because even when there is lag, the game 
itself doesn’t really slow down; you see play- 
er’s ships jumping around and collision 
errors, but it still runs fairly quickly and 
smoothly. Descent I] provides some special 
Kali features (mainly pertaining to how the 
game handles packets of data). 

Joining or starting a Descent game is sim- 
ple. Load the game while connected to Kali, 
choose multiplayer, then choose to either 
start or join a network game. Descent only 










Descent II: If you’re a Descent fan, you'll never 
be lacking for competition with Kali. There’s 
always games going on at virtually every 
moment of the day 


allows four games per socket; to choose 
another socket requires loading the game 
from a DOS window using the command D2 
-socket XX (XX being your choice of socket 
number). Both games allow up to eight play- 
ers per game, and you can join and exit 
them at almost any time. For Descent II, it’s a 
good idea to turn off the redbook audio; the 
pause to load up new music Is annoying 
enough in solo games, let alone multiplayer. 
7: An awful lot like playing Command & 
Conquer over Kali, Z can be painfully slow 
over the Internet (considering how slow it is 
just playing a one player game). If the ping 
was under about 400, the game would prob- 
ably play quite well.| was able try it with an 
opponent in Belgium who pinged at around 
600 and the game was playable, though still 
quite slow. It may help to use a Battle Group 
number other than the default, but this has- 
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n't been confirmed. As 
usual, to play Z, agree 
upon the number of 
players, Battle Group # 
and level, load up Z, 
pick multiplayer, choose 
your network options 
and hit the connect 
button. It could take a 
few seconds to find the 
other player. 

»ck: Before TEN 
and MPlayer had their 
Deadlock launchers in 
place, those crafty Kali 
guys had released an 
ingenious little pro- 
gram called KaliNB, : 
standing for NetBios.TO —_ ATF: You'll need to use KaliDos to play it, but for flightsim fans it’s hard 
play Deadlock (or any to beat ATF for multiplayer dogfighting action. In fact, it’s hard to 


NetBios) game, input even find multiplayer jetfighting games... Now, if only Jane’s would 
the IP#’s of all the play- learn about Windows 95 


ers and start the 





NetBios thread. Unlike KaliDP, all players cious. Before you go to play CyberStorm, 
need to use KaliNB to play. After that, shut have your multiplayer HERC group all ready 
down Kali, start Deadlock and either ahead of time; just set up the group from 


find a network game or start one. the multiplayer menu. Once you have the 
Deadlock usually needs plenty of time connection going, it’s easy to determine 

to synchronize all the players and usu- ~~ whether you are joining or starting a game; 
ally has stop the game to do it multi- things run quite well from there on out. 

Of course, 
CyberStorm is a 
turn based game 
where - unlike 
Deadlock - you 
actually have to 
wait for the other 
player to com- 
plete their turn 
before moving, 
SO speed issues 
are less relevant. 
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notes on dos 
games: atf, 
ef2000... 
: While there’s no 
——= = m™ space here to 

= cover the installa- 
tion of KaliDOS, 
getting it to run is 


Rolate. mao clockwise 


CyberStorm: Thanks to KaliDP (formerly known as KMech), you can have 


even more mech, er, HERC, action with this great turn-based blast-a-thon not brain surgery, 
despite what you 

ple times between turns. The game can be may have heard. Just read the documentation 
quite problematic at times, but you can usu- —_ and configure as many of the configuration 
ally get a good two to four player game files as you can through Windows (thus pre- 
going (occasionally five). venting switching back and forth between 

| Force :A DirectPlay operating systems when you misplace or for- 
game, CyberStorm uses KaliDP and TCP net- get needed information). If you register Kali, 
work mode to work. Although | have heard you can use the same registration numbers in 
that some have gotten it to work through every version of Kali you have. 
normal IPX network mode, | remain suspi- ATF requires between 420 and 490k of 
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conventional memory to run, and that’s after 
you have loaded PPP and kaliDOS, so be pre- 
pared to hack out a bare-bones bootdisk 
(check Electronic Arts for links to ATF sites 
with Kali information). You will also need the 
latest patch to make it work successfully. 
Generally, ATF can run quite well, but | 
haven't found more than one player at a 
time, so | have no idea how more than two 
players would run. Agree on a Game ID#, 
number of players, and who starts the game 
before hand, leave KChat, start ATF and go 
into the multiplayer options, inputting the 
game data agreed upon there, then wait for 
the connection with the other player. 

EF2000 also needs the latest patch to work 
(go to the DID site for lots of Kali information 
and the patch if you don't have it already at 
www.ef2000.com/game). Note that you have 
to install the patch into a fresh game, so erase 
your old EF2000 directory to use it. According 
to the manual, EF2000 requires 500K, but 
unlike ATF, | never had any problems getting 
it to start with Kali loaded. Agree upon the 
game socket number and who starts (the 
server) and who joins before starting. 


internet tcp/ip connection games 
These games are not actually played over 


it's not 


the end 
of print, 


but you can 
read about 
new games 
online 
before they 
get to print. 


We post new 
game reviews 


and previews 
DAILY. 


Stay on top. 
Get online 





Kali (generally), 
but you can use it 
to find players to 
connect with. 
Quake: 
Supposedly it is 
possible to play 
through Kali 
(which acts as an 
IPX connection), 
but I've yet to find 
anyone who could 
make it work. 
Windows 95 users 
should use the 
TCP connection 
option in the 
Quake multiplay 
menu — just enter 
a server IP# and it 
connects you (make sure you launch it with 
Q95.BAT). However, the best way to find and 
play a game of Quake over the net is to go to 
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Quake: It’s main claim to fame (and for some of us, its only claim) is its easy 
Internet play setup. Find a server, type it in and go. Or just get Rift and/or 
QSpy and make it even easier 


loads automatically. Rift does take several 
minutes to find servers however. Quake can 
play great over a dedicated server, but the 


www.stomped. com and get either Rift, or 
QSpy. These programs actually find Quake 
servers for you, and the ping of the server, 
how many players are there and the level is 
being played. All you do is double click on 
the server of your choice and the game 


multitude of variables involved for a really 
good game make smooth, fast play the 
exception not the rule. Try for servers with 
pings under 300 for the best chance of a 
good game. 

Lemmings Paintball: Obscure? sure, but it’s 






' "Power Chess™ is the 
first innovation in chess 
programs in more 
than a decade.” 


- Larry Christiansen, 
International Grandmaster 
Two-time U.S. Champion 
Three-time U.S. Open Champion 
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Monster Truck Madness: While it lacks the cool vehicles of Big Red 
Racing, it delivers some great internet gaming action. And, along with 
Big Red, it’s the only racing game around that can be played over the net 


really a little gem of a game in one player 
mode and it's easy Internet two-player mode 
makes it even more appealing. You don’t 
need Kali to play, but Kali’s great for finding 
the rare person who actually owns the game. 
Find someone to play with and get their IP#, 
(making sure they get yours), start the game, 
go to the multiplay and click on Start Spec. 
Now, enter your name, then your opponent's 


the history of kali 


he past few years have brought gamers many treats: brilliant 

SVGA graphics, 16-bit sound, and digitized video, to name a 
few. While the looks and play of games have been greatly 
improved, there is still something lagging behind this radical 


the Internet. 


advancement: artificial intelligence. Even some of the most popular 


games have weak Al. This, coupled with faster modems and more 
networks, has brought multiplayer into the limelight. Indeed, few 
who have experienced the thrill of hunting down opponents in 
Doom or destroying an enemy town in Warcraft Il or Command & 
Conquer can deny the value of human opponents. But now we are 
faced with the problem of finding opponents in our area, and at 
our skill level. 

Enter Jay Cotton, a network administrator and database pro- 
grammer at the University of Georgia. He has given us Kali, a pro- 
gram which simulates an IPX network over a TCP/IP network (i.e., 


Internet). Kali users can log on at any time, twenty four hours a day, 


seven days a week, and always find an opponent for any of several 
games with IPX support. 

The story begins in 1994 at the University of Georgia. Cotton had 
discovered Doom, perhaps the most popular computer game of all 


time. He began using TCPSETUP an early program by Jake Page, to get 


Doom to run over the Internet. Along with many others, Cotton 


fought with TCPSETUP, celebrating every time he got a game to work. 


It was through TCPSETUP that Cotton ran into Scott Coleman, of 
UIUC. They deathmatched each other often, posting recorded bat- 
tles to alt.games.doom. In August, 1994, Coleman e-mailed Cotton, 
saying he had some ideas for improving TCPSETUP. He wanted to 
add a chat room, a player directory and the ability to check the 
quality of connection with other players, along with a few other 
minor improvements. 

The project was originally called iDoom. Cotton worked with 
Coleman on the development. Support for Heretic was added, and 
the program became ifrag. By mid-march 1995, the final version of 
ifrag was released to the public. 

By this time, Interplay’s Descent had become popular. Like Doom 





that the game runs really well over 


The Microsoft Entourage: |f we 
have to commend Quake for its 
Internet server hookup, then 
Microsoft deserves credit for includ- 
ing direct Internet connection capa- 
bility in all their new games. Monster 
Truck Madness, Hellbender, and Close 


|P# (and your oppo- 
nent, obviously, does 
the same). If all goes 
right, you'll see the 
other player’s name 
at the top of the 
screen. Now just click 
on the other players 
name/IP# listing and 
the game should 
start. Note that 
Paintball can 
cut off with 

no warning 

if the signal 
gets spotty 

(as the 

English 

might say). 
Other than 


Combat can all be played over the net. 
Generally, they work the same way: the play- 
ers connect to the host player by inputting 
his IP#, the host chooses the game settings, 
and then off into the game you should go 
(assuming the connection is stable). Monster 
Truck Madness works superbly (essentially 
like the textured version of Big Red Racing), 
and Close Combat is excellent as well, 
though the variables involved will make 
game quality vary each time. -jason d’aprile 


§ Microsolt Close Combat - (ff the Beach Battle 1 





Close Combat: Even easier internet setup than Quake, 
only you need someone to set up to. Use Kali or even IRC 
to find fellow combatants 


and Heretic, it also had strong multiplayer potential. Soon after ifrag 
was complete, Coleman e-mailed Cotton, asking if he was interest- 
ed in an iDescent project. This time the heat was on: the MILK pro- 
ject, another attempt at Internet gaming, had been underway for 
about two months, and Cotton wanted to get something out first. 

Instead of iDescent, it was decided to create a program which 
would allow any game that works on an IPX network to be played. 
By the end of March 1995, the first beta version of Kali was finished. 
Soon afterwards, Cotton recruited ifrag players to help with testing. 
On April 26, Kali version 1.0wb was released to the public. 

Unfortunately, this early version of Kali lacked documentation 
and was difficult to use. Even after sufficient documentation was 
provided, setting up Kali was not a task for the faint of heart 
(although it was undoubtedly easier than TCPSETUP). Luckily, the 
development of Kali was far from over, for the networking drivers 
built into Windows 95 make Kali 95, Cotton's current project, much 
easier to use than its DOS counterpart. 

Since Kali has become popular, leagues have sprouted up for just 
about every game that can be played using it. The leagues offer a 
higher level of competition; exactly what many serious gamers are 
looking for. Some of these leagues are very tough, giving people 
the chance to go head to head with some of the best players in the 
world.! know a lot of people who have wanted a chance to see 
how they measure up against the best; now they have it. 

At the time of this writing, Kali 95 is in late beta. However, due to 
its ease of use, Kali 95 is highly recommended for any Windows 95 
user. All that’s required to get in on the fun is a direct, ISDN, or 28.8 
dial-in connection (14.4 will work, but it’s often too slow for any- 
thing more than one-on-one duels) to the ‘net. You can download a 
fifteen-minute shareware version of Kali or Kali 95 from 
http://www.axxis.com/kali. To play for more than fifteen minutes at 
a time, you need to register for $20. Considering all the fun to be 
had obliterating (and being obliterated by) various human oppo- 
nents, it’s definitely worth the purchase [and it'll be cheaper than 
TEN and Mpath - ed].Who knows, one day we may all meet in the 
arenas of cyberspace. -ryan brush 
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Simultaneous or turn-based 


length and game speed will 
challenge both real-time and 
turn-based strategy gamers 
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by Scott Udell] 


Unfair-and unrealistic-tricks to use against the computer in Battleground: Shiloh 


ormally I discourage editorializing 

in a strategy article; this time 

around, however, I’m going to 
break my own rule (it’s 
easier to get permission of the strategy/ 
wargames editor to do this when one is 
the strategy/wargames editor, and the 
tips are in your column...). I’m going to 
present some tactical tips for besting the 
Al in TalonSoft’s Battleground: Shiloh 
and use those tips to illustrate the dan- 
ger of taking wargame lessons at face 
value. The genesis for this tips article 
actually came from a writing sample 
submitted to me by a potential author. 
In it he praised the realism of tactics in 
SSI’s Steel Panthers and then proceeded 
to give a strategy for winning against 
the computer... a strategy that had 
nothing to do with realism. Sure, it was 
a great way to beat the AI, but it was 
poor real-world military tactics. ll be 
going over some of the tips I’ve found 
for winning at Shiloh against the com- 
puter, but will attempt to point out how 
such “tactics” could result in disaster 
against a human opponent (let alone in 
real life!). This portrayal isn’t meant to 
denigrate Shiloh in any way; I’ve been 
having an awful lot of fun with this 
game. Indeed, many of these tactics will 
work against the computer opponents in 
other wargames; it’s only the nature of 
the AI beast and current wargame 
design that lets these tactics work. 


The Deep Run 

The “deep run” is the name I’ve given 
the tactic wherein you send units (or, 
often, just a single unit) deep behind 
the computer’s front line, either by 
punching through its lines or by cir- 
cling way ‘round its defenses to 
enfilade it operationally. Now, on the 
surface there’s nothing wrong with this kind 
of tactic (can we say blitzkrieg?), but unlike 
reality a small force (even that single unit) 
can often accomplish quite a bit against the 
computer. Some of these tactics will work 
against a human player, but usually because 
they cause a knee-jerk reaction: “Where did 
that come from?!” 

TalonSoft games, like many wargames, use 
the victory location as a measure of success; 
capture certain important hexes and hold 
them to gain points towards victory. Because 
these hexes can mean the difference between 
winning and losing, you should always keep 
an eye on them (especially when playing 
with fog-of-war on) lest they get taken from 
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Deep in the Confederate rear area in the Prairie Grove scenario sits this 
undefended supply wagon and victory hex-easy pickins! 


you without your noticing it. The computer 
opponent in Shiloh generally seems oblivious 
to victory hexes (especially to those far from 
its front lines), and you can often capture the 
hexes and then defend them with only a sin- 
gle unit; often you can even leave them 
empty. For example, in the Prairie Grove sce- 
nario, I punched through the computer’s line 
early on to take the victory hex on the hill at 
21,16 (while I didn’t know it at the time, this 
was very similar to what happened historical- 
ly). The unit sat there for most of the rest of 
the battle. It would get fired on, but never 
heavily. It broke several times, running off 
the hill and away from the victory location. 
While I was waiting for the unit to rally, the 
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Note the victory objective just behind the Confederate line; seize it early and 
you'll often hold it against the computer the rest of the game 


Union- “owned” hex sat 
there, with the 
Confederate line just a 
couple of hexes away, 
completely undefended 
and ignored by the com- 
puter. Similarly, I sent a 
lone cavalry unit even 
deeper, letting it capture 
both the victory hex at 
13,23 and the lone sup- 
ply wagon the computer 
leaves there. I then left 
the hex undefended for 
the rest of the scenario, 
losing it only because 
a “reinforcing” 
Confederate supply 
wagon happened to 
move along the road 
which passed through 
the site. Several times 
I’ve been able to per- 
form a similar maneuver 
in the Wilson’s Creek sce- 
nario, by sending a 
Union cavalry unit 
around the western side 
of Bloody Hill and down 
Skege’s Branch into the 
midst of the Confederate 
camp; there I capture the 
victory hex at 19,11 and 
often capture or destroy 
the westernmost supply 
wagon. Of course, I usu- 
ally lose that unit, but 
rarely does the computer 
bother to recapture the 
victory location, despite 
the fact that most of its 
units start out within 
just a few hexes of it. 
You can also use the 
“deep run” tactic against the computer’s 
intense defensiveness (for all things except 
victory locations). Playing the Confederates 
in Wilson’s Creek, I was able to tie up both of 
Sigel’s artillery units at the south end of the 
Sharp Cornfield. I sent one of the routed cav- 
alry units (once it rallied) around in an 
attempt to catch the artillery unprotected; 
because the unit was still disrupted (and 
remained so throughout the scenario), I 
could never assault the artillery units directly, 
but was able to keep them under fire for 
most of the game. True, I took heavy losses 
from the artillery fire coming from both 
units, but at least I kept the computer occu- 
pied. A wise human player might panic ini- 
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ANZER GENERAL took the gaming world by storm. 
It established an entirely new game category, 
prompting Computer Gaming - —4 
World to call it, “...such fun that PlayStation 
even non-wargamers are likely to 
find themselves hooked.” 
Now, prepare to become an ALLIED GENERAL. 
Volume II in SSI’s premier 5-Star Series™ has you 
in its sights — and this time the battlefield is the 
state-of-the-art PlayStation” game console! 
a, = ae Like its award-winning predecessor, success 
aL Ag f depends on your effectiveness as a leader. 
i" Hs a Play 3 campaign games as an American, 
British or Russian General against the 
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Visit us on the German army. Or choose over 35 sce- 
world wide web: narios that let you play as either the Allied or 
www.ssionline.com 


Axis side. Watch your forces grow with each victory. 
Use new troop types such as Finnish ski troops. Engage in a 
little conjecture: several what-if scenarios include Churchill's 
never-realized invasion of Norway — Operation Jupiter. 

With so many choices, your abilities 
will be tested as never before! All of 
this and more await your challenge. 

Welcome to the next generation 
of strategy gaming! 


ALLIED GENERAL. 
The excellence continues. 


To Order: call 1-800-601-PLAY with Visa/MC 
(North America only). 



























eS Boueris jlumures 
ALLIED GENERAL and PANZER GENERAL nae at as. j ‘eeues 
are trademarks of Strategic Simulations, Tae ROD 
Inc. ©1995 Strategic Simulations, Inc., 
a MINDSCAPE Company. All rights 
reserved. PlayStation™ and the 
PlayStation™ logo are trademarks of 
Sony Computer Entertainment, inc. ee 
@Gisuuy USS 
—— Fis) U7 
ove * 
—" Syuye | 
osss aoe ‘bis a 
: ey U 
A MINDSCAPE* COMPANY 








Performing an end run around Bloody Hill and directly into the Confederate camp; you'll likely 
lose the unit but can usually take the victory hex and capture or destroy a supply wagon 
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or formation until they’ve been 
assaulted/approached. A wily gamer might be 
able to punch a hole through a computer 
fixed line (only “un-fixing” two or three 
hexes’ worth of troops) with a strong column 
(especially in the woods around Shiloh, 
where the still-fixed units only a hex or two 
from the head of the column may not be able 
to see your activities). 

An even sneakier (and more unrealistic 
trick) is to fire on your own fixed units; 
while this may result in some casualties, it 
will also release all the units in the fired- 
upon hex. Obviously, you’ll want to use the 
smallest unit possible—it only takes one to 
“loosen” a stack-to lessen the damage to 
your units (direct artillery fire is not recom- 
mended!); the Union player can try to use 
indirect fire from the gunboats because such 
fire doesn’t generate casualties, but it also 
doesn’t always wake up a target hex. If 
you're in a real hurry to develop a big force, 
you can have fixed units in a row fire one 
after the other at their neighboring stack (a 
lead-heavy tap on the shoulder). The result 
may be a (probably very) slightly battered 
force which can be brought quickly into 
play; this tactic will always work against the 
computer, but should only work once 
against a human opponent (but what a sur- 
prise it could be!). 


Map edges and other boundaries 

Map edges are a wholly unrealistic feature all 
too common in most wargames, but they 
make for wonderful defensive terrain; no 
design I’ve seen allows for units to maneuver 
off the map and back onto it, and only the 
smaller battles like Wilson’s Creek or Prairie 
Grove tend to be small enough to fight the 
battle with plenty of maneuver room to spare 
(although even here a retreating enemy can 


A lone cavalry unit can divert the attention of 
the computer, keeping its artillery units busy 
and away from the main part of the battle 


Unit positions at the start of the “Last Chance 
for Glory” scenario. Fixed units contain 2025 
men for the Confederates and 4175 men and 9 


be backed up against a map edge and anni- 
hilated, giving you a better score than if the 


tially upon having a unit appear in his or her 
rear like this, but would not tie up a high- 
value artillery unit in an attempt to neutral- 
ize the threat (something you should keep in 
mind if an opponent ever tries such a 
maneuver on you). 


The Fixed Unit 


Many if not all of the scenarios in Shiloh fea- 
ture “fixed” units, units which can’t be 
moved at the outset of combat. While per- 
haps frustrating, fixing units is a common if 
imperfect board-game way of simulating sur- 
prise; you know you're playing a wargame 
and, if you’ve played the scenario before or 
read details of a historical battle, you often 
have a pretty good idea of what to expect. In 
reality, a commander was lucky to have even 
a vague notion of the enemy, and his forces 
were often caught (sometimes literally) with 
their pants down (the Confederates at 
Wilson’s Creek and even more so the Union 
at Shiloh). Hence forcing a unit to stay in 
place until the period (roughly) when it 


guns for the Union; imagine the force you can 
apply with those units unfixed! (Note, too, how 
the map edge limits the computer’s maneuver- 
ability to its rear) 


moved historically. Fixed units in Shiloh, how- 
ever, aren’t completely frozen, a feature you 
might be able to turn to your (probably 
minor) advantage against either computer or 
human opponents. Fixed units start out in 
approximately their historical formations and 
facing; often you know ahead of time that 
these aren’t the best, and you can adjust them 
to meet an enemy threat which is still some 
distance off, or prepare them to move or fire 
well ahead of their release turn. If they are in 
defensible positions, and you know you are 
on the defensive for the scenario, why not 
have them build breastworks? 

Fixed units which are attacked before their 
release times are released immediately, and 
any units adjacent but not attacked will be 
released at the start of their turn (this in case 
your opponent does better than the historical 
figure). While the computer’s fixed units will 
fire, they don’t appear to adjust their facing 


enemy could retreat off the map, as actually 
happened at Wilson’s Creek). Use the map 
edge as an impenetrable anchor for your 
defensive line (but be careful not to anchor it 
at an enemy reinforcement point; incoming 
units may automatically destroy your units 
sitting on the entry hex). On the offensive, 
use map edges as an anvil to smash the 
enemy against; with a map edge at the 
enemy’s back (or, even better, on two sides) it 
takes fewer of your units to effect an encir- 
clement, so when the result of your assault 
on the hex is retreat for the enemy the units 
will be destroyed instead. 


Experimentation is key 

Once you’ve played a game engine through a 
few times, you'll begin to discover such tricks 
(often just stumbling on them). If you have 
an idea, put the game into hotseat mode and 
experiment; there are many tricks I didn’t 
cover, and many more I’m sure are waiting 
for you to discover. Just don’t let me hear 
you complain about weak AI if you actually 
use any of them! m 
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After playing STEEL PANTHERS” and enjoying its incredible WWII armored warfare, 
you're dying for more. Your prayers haye been answered with STEEL PANTHERS II. 
Fight campaigns in recent wars such as Korean, Sinai, Vietnam and Desert Storm. 


Enact hypothetical battles like NATO ys Warsaw Pact. Or create your own with 
the random scenario generator and editor. This is SSI and Gary Grigsby 
at their very best. Detailed historical accuracy. All the right tanks, 


helicopters, jet fighters and missile sites. SVGA graphics. Intense 
animation. Digitized photos 
and sound effects. Modern 


video combat footage. 
If war is hell, this is 
wargaming heaven. 
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2 ’ Nite king is dead, a civil war rages throughout the 


countryside, and the people are clamoring for a new leader. 


Whether you choose to play on the side of 





good or evil, you can control the greater 


kingdom if you can muster the courage and skill to take it. 

“Chis long-awaited sequel is a feature-by-feature enhancement 
T macagueriteta girls made the 

/ Wh | | E original Heroes an all-time - 

strategy classic. Scores of new hero and monster types, 


alliance formation for team play, enlarged combat maps, 


increased multi-player options, and 
Oe VE a flexible “World Builder” module 


are just a few of the reasons why Heroes II will be a 





prized addition to your CD-ROM treasure trove. 


TH Re) N E > Form alliances with 


friends or the computer. 
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= . * Multiplayer action for 
3 2-6 players via Internet, 


modem, or network. 


th Expanded 
“interactive” battlefields. 
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ee More of everything! 
Over 60 scenarios, 65 
heroes, and 66 monsters. 
~ Dozens of new skills, 
spells and artifacts. 
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with the universe’s 


m Pilot 24 different alien starships, 
with 48 unique weapons 


m Manage the resources of over 30 
colonies and 24 races 














m Discover more than 40 ancient artifacts 
from an advanced technology 
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Conquer the world... ag 


Deadlock: Planetary Conquest — 


Accolade 
Windows 
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y now you’ve probably heard the 
premise. Eight races want control of a 
planet. Rather than fight for it from 
space (and probably destroy the planet) each 
gets to land a starter colony. Whichever race 
builds X number of “City Centers” (X being 
user definable) gets control of the planet and 
wins the game. You take over a settlement 
and build up your defenses and industry; 
then, when you get a nice pile of wealth, you 
build a City Center. Repeat as necessary. Yup, 
Deadlock is another instance of the ever-pop- 
ular “conquer the world” or “4X” games 
(eXplore, eXpand, eXchange, eXterminate). 

Speaking in broad terms, there’s nothing 
here you haven’t seen before. A turn-based 
game involving resource management, tech- 
nology trees, and combat. Combat is auto- 
matic: you issue orders to your units and set 
them loose. The results are displayed via 
mini-movies, in somewhat the same fashion 
as Blue Byte’s Battle Isle 2200. 

The interface is somewhat cumbersome. 
You'll be eyeballing the world either one set- 
tlement at a time (where you do all your city 
management) or through a god’s eye 
overview (where you move troops and 
resources). In the latter, you can’t see the 
whole world at once. Worse, you can’t move a 
stack of troops as a single unit. So if, for 
example, you want to send four missiles at a 
distant settlement, you select a missile, drag 
it up to the target, scrolling the map as you 
go, scroll back down, grab another missile, 
scroll it back up, and so on. Trust me, it 
grows tiresome really fast. 

Beyond the interface, you'll find a fairly 
familiar “conquer the world” game. The AI is 
nothing special. Setting it to higher levels just 
gives your computer opponent “cheat” advan- 
tages. When the game begins, each player 
chooses a starting location. This choice has 
more to do with whether you win or lose 
than the AI does. Proximity to opponents 
affects your early production and expansion. 

Accolade has provided several multiplayer 
options: modem, LAN (using NetBios) or 
through the online services TEN or Mpath. 
You can play via Kali if you have the NetBios 
aware version (KaliNB). We tried it via the 
LAN. First surprise was that there was no sort 
of spawning available. Many products are 
shipping with two disks or with some sort of 
“spawning” offered. Not Deadlock. You'll need 
a complete copy of the game for each player. 
Once you start to play, you’ll find that you 








Clockwise from top: This is the World Map 
screen, where you'll shuffle men and materi- 
als between settlements; The full screen 
Settlement Map; Online help is always just a 
mouse click away 


can’t save a multiplayer game (actually, you 
can save it, but it saves as solo game with 
computer players taking over the spots of your 
ex-human opponents)! That means, for inter- 
net or modem play, if you lose a connection, 
it’s GAME OVER. Even over a LAN, you'll have 
to block out several straight hours for a game. 

So after all this griping, what is there to 
like about Deadlock? Well, it’s a “conquer- 
the-world” game. For some of us, that alone 
is worth a lot. The stacking restrictions on 
military units means you can’t normally 
resort to “brute force” combat techniques. 
You can attack an opponent from several 
neighboring settlements, but any surviving 
units over the stacking limit are eliminated. 
This means careful consideration of the 
opposing force is required.. 

The technology tree is limited but interest- 
ing, with an “ultimate tech” which all but 
delivers victory on a silver platter. The “X city 
center” goal gives you a lot of latitude in how 
long a game you want to play (although a 
quirk in the interface let me play past the 
winning or losing point a few times, giving 
me the opportunity to annihilate all opposing 
races). You can customize the world you'll 
fight in, as well as the AI of the computer (to 
a small extent). There’s a good balance 
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between higher and lower technologies 
(advanced tech uses fewer people and is 
faster, but costs more and uses more energy). 
Most importantly for replayability, each of the 
different races really is different, with its own 
individual strengths and weaknesses. Learning 
how best to play each race (mostly for future 
multiplayer games) will keep you occupied 
for some time. In general, the game-related 
parts of the product are well thought-out. It’s 
the user interface and other mechanical 
aspects which have all the problems. 

When I tally up the score, Deadlock ends 
up as a thoroughly average solo conquer-the- 
world game, which gets a bit better when 
played against human opponents. I enjoyed it, 
and will play it some more now that this 
review is written, but I don’t foresee it being 
on my hard drive for years to come. The real 
tragedy is the time of release; Master of Orion 
2 is almost here, along with the rest of the 
flood of holiday releases. If Deadlock had 
shown up during the software droughts of 
Spring, it would’ve been of a lot more interest. 
If you’re a zealous fan of “4X” games and 
must have every one worth playing (and you 
know who you are) then Deadlock is a worthy 
purchase. If you just want the cream of the 
crop, though, pass this one by. —Peter Smith 
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If you’ve wanted a strategy game with more 
action than Command & Conquer, it’s finally 
here in the form of Z, a “C&C-lite” with plen- 
ty of sensory flash and bang and heaps of 
action (for a strategy 
game); note, however, the 
term lite, for unfortunately 
the gameplay in Z ultimate- 
ly falls short of its full- 
strength brethren. 

The strategy element of 
this action-strategy game is 
a subset of that you’d find 
in a C&C-like game; yes, 
you control a force of little 
robots and vehicles, and 
yes, you do have to worry about producing 
them, but gone are building construction and 
resource collection. Instead, each mission 
starts out with a map broken into sectors; 
each sector may have one or more pre-exist- 
ing buildings (and even empty vehicles, gun 
emplacements, or stocks of grenades), waiting 
for one side or the other to claim them. To 
claim a sector, you only have to grab the flag 
in that sector and all the buildings (and any- 
thing they are currently producing) will be 
yours. To win a mission, you have to either 
destroy all the enemy units, destroy the oppo- 
nent’s central fort, or capture the flag in his 
home sector by storming the fort. This simpli- 
fied approach definitely makes for a fast and 
furious game as you scramble to grab sectors 
or steal them away from your enemy, but also 
leads to a problem: with only 20 missions (for 
the single player), there’s not a lot of long- 
term gameplay. I was able to blast through 
the first eight levels in just a couple of hours; 
yeah, I had fun, but what about long term 
play? There’s no random mission generator, 
nor is there a mission editor; so no help 
there. True, it seems the goal in the game is 
primarily to get a high score (via short mis- 
sions and low casualties), but that seems too 
arcade-ish to this strategy gamer. 

The game’s box claims an “incredible 
Artificial Intelligence that reacts in real-time, 
not to any pre-set strategy.” Well, sort of... I 
did see the AI make smart assaults on rear 
areas I’d foolishly left undefended, sometimes 
even bypassing more heavily defended sec- 
tors. Overall, however, the AI isn’t terribly 
aggressive, especially early in the game, 
when it’s critical to grab unclaimed sectors to 
build up your production rates (the more 
sectors you have, the faster your production); 
if you get, say, two-thirds of the sectors early 
on you’re almost assured a victory against 
the computer. This even seems to be the case 
against a human player; the climax of a 
game session arrives sooner than expected, 
and once you’ve reached that point, it’s only 
a matter of cleaning up, something which is 
a tad dull for the winner and quite dull and 
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4 Z frustrating 
for the loser. 
The inclusion of 
some special tech- 
nologies (stealth or 
aircraft) which could threaten the rear areas 
of even a strong player would have helped 
prevent this. 

The game runs in DOS or full-screen DOS 
mode under Windows 95. The box claims a 
minimum system requirement of a 486/66 
with 8 meg, but that’d be almost painful; on 
a P-60 with 16 meg the game seemed slug- 
gish unless played in lower-res VGA under 
DOS. Part of this, however, may be due to the 
user interface; the game uses a variable 
speed scroll method which feels mushy. The 
user interface is otherwise okay, except for 
the auto- 
centering 
mode 
(click on a 
unit, and 
the screen 
auto-cen- 
ters on it). 
I hate this 
(especially 
combined 
with the 
mushy 
scrolling), 
and you 
can’t toggle 
it off... big 
flaw in my mind. The gameplay graphics are 
nice enough (and everything blows up with 
classic arcade flourishes), with SVGA being 
the preferred way to play (on one system 
with a newer graphics card I needed a ver- 
sion of UNIVBE not supplied with the game 
to get SVGA to work). The cut-scenes 
between missions are very well done and 
generally humorous, but parents be warned: 
they (and the rest of the game) contain lan- 
guage a bit on the strong side. I didn’t appre- 
ciate the insults the game hurls at you when 
you're doing badly; “you suck” is the general 
theme, and it goes downhill from there. I 
guess the designers were trying to do their 
own spin on C&C's and Warcraft’s well- 
known voices (“Ah’m on it!” “Ready to 
serve...”), but they fall flat. Music fits in well, 


Deadly Games 














but isn’t as mem- 
orable as the 
tunes from C&C. 
Overall the 
concept is inter- 
esting and the 
short-term 
gameplay is fun 
enough, but 
interface prob- 
lems and a lack 
of extended 
play mean Z 
gets no higher 
than a “C.” 
—Scott Udell 









If you remember an island called Metavira, 
you probably played and enjoyed Sirtech’s 
1995 hit, Jagged Alliance. In Jagged Alliance, 
you gathered a team of mercenaries, each 
with their own inimitable personalities, and 
set out to clear the island of Santino’s min- 
ions, and make the world safe for magic tree 
sap (honest!). What set it apart from many 
games, though, was how well the rather 
improbable story interacted with an excellent 
tactical engine and a sophisticated and 
engrossing role-playing shell, where your mer- 
cenaries gained 
experience, found 
magic items. ..er, 
weapons that is, 
and eventually 
faced the ultimate 
bad guy himself. 
Change the .357s 
to swords and the 
Kevlar to chain- 
mail, and 
you'd have 
had a darn 
good CRPG. 
Well, 
Sirtech real- 
ized gamers 
wanted some 
more merce- 
nary action, and so in 1996 we have Jagged 
Alliance: Deadly Games. No, it isn’t Jagged 
Alliance 2, but it is good. The full sequel will 
be out sometime next year, one presumes; it 
should move the series into SVGA territory, 
and may well return to a detailed campaign 
format. [At least according to hints coming 
out of Sirtech - Ed.| Deadly Games, in con- 
trast, reprises the original Jagged Alliance 
engine, VGA graphics and all, virtually 
unchanged, but with many desirable 
enhancements and a few less desirable fea- 
tures that have proven somewhat controver- 
sial. Deadly Games finally brings multiplayer 
capabilities to light, and adds a scenario edi- 
tor and many new terrain sets as well. There 
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is also a new if very different solo campaign, 
where you can try out the ten new mercenar- 
ies who join 
the original 
sixty for this 
round, and use 
an assortment 
of new 
weapons like 
the grenade 
launcher and 
the mortar. 
Complete with 
a second CD for two-player gaming, a 
decent manual, and lots and lots of 
often hilarious voice acting for the thou- 
sands of lines of mercenary comments, 
exclamations, and other auditory high- 
lights, Deadly Games has to be one of 
the season’s better gaming values. 

Not everything is perfect. Devotees of 
the Metaviran madness might find the 
included campaign a little dry. In my 
run-through, it lasted 34 missions, 
though because of some conditional 
branching your mileage could vary. Missions 
are linked through the comments of your 
boss, Gus Tarballs, a drill sergeant type com- 
plete with chomped-upon cigar whose 
favorite word is “horsecrap.” Gus is a hoot, 
and his pre- and post-mission commentary 
ties the game together. This is, however, a far 
cry from the original game’s more free-form 
setting. While there are a few branches your 
missions can take, by and large you can’t 
afford to lose any to find out, given how 
tight money is. You are paid for every suc- 
cessful mission, but not for failures; with 
payrolls equaling or exceeding mission pay- 
offs, avoiding Chapter 11 is tough. More 
importantly, there really isn’t much sense of 
adventure or purpose in the solo campaign. 
It’s fun, make no mistake, but it isn’t very 
immersive. You really don’t care, in the end, 
about your foes, or about anything much 
more than getting out alive. Unlike the origi- 
nal, in Deadly Games you don’t call your 
own shots, or set your own pace. Each mis- 
sion has turn limits, and you are forced to 
hurry up and die to get the mission done. 

Despite all of this, Sirtech has done a first- 
rate job here, and a patch is in the works 
which makes turn limits optional. As it is, the 
solo campaign really grows on you; soon 
you'll be sweating out the fates of your team 
members, much like in the old days. 
Multiplay is a blast; each merc has an assort- 
ment of taunts and comments, ranging from 
the rude to the erudite to the incoherent. 
Human opponents tend to be more innovative 
and less precise than the computer, and bat- 
tles are truly bloody and much more satisfy- 
ing when the victims are your friend’s mercs. 

While there isn’t that much new here—no 
real automatic weapons, no substantial 
changes in the combat engine—Deadly Games 
is nevertheless a solid refinement of an already 
sophisticated system, presented in a format 
sure to keep gamers busy for a while. The 
computer opponent is better this time, you can 
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have the computer generate missions and cam- 


paigns, and the interface remains one of the 
best in the business. If you can tolerate 
the lack of a true RPG-style campaign, 
this is one of the best games of the year 
so far. Just makes you drool for what 
Sirtech has planned for the real 
sequel... —Robert Mayer 
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I know it’s a hackneyed old phrase, but 
because it fits Gene Wars so well I'll use it 
anyway: “so close... and yet, so far...” This is 
a game that almost had a lot going for it, but 
because of a certain sense of, well, “vague- 
ness,” combined with some deficient docu- 
mentation and a whopper of a design flaw, 
falls from being a pretty good game (proba- 
bly not excellent, but it’s hard to tell) down 
to being one that’s sometimes interesting but 
mostly just frustrating. 

The story behind the game is simple, and 
backs up the gameplay well: several powerful 
races, who have messed up a goodly corner 
of the “multiverse” with their little war, have 
caught the ire of the Ethereals, powerful 
beings returned to this dimension. They dis- 
arm the warring parties, then force them to 
join together into mixed teams to clean up 
the planets they’ve ravaged; the catch is that 
only the “winning” team will be spared a 
pacification procedure, so teams end up 
using the bio-engineering tools at their dis- 
posal to both meet the goals set by the 
Ethereals, and stop the other teams any 
sneaky way they can. 

Gameplay might be best described as 
SimLife meets Command & Conquer. Teams 
of experts —geneticists, engineers, botanists, 
and rangers (for creature husbandry) — are 
landed on each planet and given a goal; this 
goal may be to build up certain creature pop- 
ulations, collect a certain amount of GOOP 
(carbon-based substance you mine or get 
from harvesting plants, it’s used for buildings 
and to “grow” creatures), etc. You'll eventual- 
ly encounter four basic creature types: mules, 
crabs, birds, and dinos, and with the right 


technology, you’ll be able to combine them 
into new creatures, like crabomules. Players 
used to the machine-like responses and char- 
acteristics of C6C or Warcraft may be thrown 
by the definite biological nature of these 
creatures; they need to eat, want to mate 
(mating mules? I wonder if they put those in 
just to see what kind of smart aleck remarks 
they could get from know-it-all reviewers), 
and can be combative; all of which means 
they can be hard to control at times. 

While this is a 
fresh way of 
approaching the 
real-time strategy 
game, the actual 
implementation 
seems just too... 
vague. During play, 
it was often hard to 
discern what my goals were for a mission, 
how to accomplish them, or even what exact- 
ly was going on. What did that flashing sym- 
bol on my building mean? Why wasn’t any- 
thing happening? Finally, I’d discovered I was 
out of GOOP, and had lost the means to 
mine/harvest more (all my mules were 
dead), but the game continued to drag on 
(rather like the Windows Solitaire; you aren't 
told when you’ve already lost). Part of the 
problem is due to what appears to be an 
intentionally incomplete manual; there’s a lot 
you're told has been left for you to discover, 
but all too often I felt — instead of a joy of 
discovery — a relief that a particular ordeal 
was finally over (a note here: the manual has 
mini-walkthroughs of the first five missions; 
players may think these are hints they can 
skip, but I found them to contain vital infor- 
mation not adequately covered elsewhere). 

Control of your team members and the 
creatures is often frustrating as well. I found 
I always had to remember to deselect a unit 
after issuing an instruction, lest I give it 
unintentional orders later, something all too 
easy to do in the game. All this clicking can 
get pretty frenetic during combat, so it’s easy 
to make such mistakes. 

The “whopper of a design flaw” mentioned 
above is the lack of a game speed adjust- 
ment. On a P-60 running this DOS game 
through Windows 95 it still plays almost too 
quickly; on a P-133 it runs (at least for me) 
impossibly fast. Now, while this is nice for 
graphics display rates, it’s a disaster for 
playability, and is something unconscionable 
in a game being put out today (don’t devel- 
opers remember the lessons of Wing 
Commander on 486s and Pentiums?). 

While the whole bio-warfare theme is very 
intriguing, and despite my craving for the 
kind of hard-core strategy game Gene Wars 
represents (despite the intentionally hokey 
sci-fi touches), this design just doesn’t make 
it in my book; it doesn’t hit “gaming addic- 
tion level” with me, and it’s too frustrating to 
get to whatever level it does reach. Until (and 
if) Bullfrog releases a major patch (and 
maybe more description of what’s going on), 
however, I’ll pass. —Scott Udell 
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An accurate, riveting first-person 


simulation of the Civil War battle between the 
Monitor and the Merrimack, America’s first 
clash of Ironclad — 


You're captain of the Merrimack, the Confederacys 

pal mble on ne technology: a seemingly indestructible 
onclad warship. Union gunfire bounces 

feratiects off your metal s ides You've rammed and 

sunk the wooden w arship Cumberland; the Congress 

is scorching the late afternoon sky. The waters of 

Hampton Roads are littered with bodies and debris. 

You're bearing down on the ailing Minnesota for 

your third kill of the day, 










Hidden in the shadows of the foundering Minnesota 
is the Unions version of an ironclad, the Monitor. 
Smaller and more maneuverable, but with less 
gunpower, your nemesis awaits. Your epic appointment 
with destiny is about to begin. The greatest naval battle of the Civil 
War: the world’ first clash of two IRONCLADS. 





View From The Monitor 





These exciting features put you right in the middle of the action! 


: ~~ ‘ ; GROLIER INTERACTIVE INC. 
e Historical detail enriched by e Full 3-D reconstruction of both 
actual logs, notes and letters ships based on original blueprints SEIS MSRM Nis. BNE Ea ETS 
(203) 797-3530. Internet: http://www.grolier.com 
e Battle scenes recreated from e Live actors in accurate period 
historically accurate maps and charts costume 


e Multiple modes of play e Simple, uncomplicated interface 














Chessmaster 5000. 
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You're going to either love this game or you’re 
going to hate this game; it is a DrJekyll and 
Mr. Hyde of a program. Very much like the 
blind men and the elephant, your opinion of 
this game will depend upon which parts of 
the program you spend your time in, and 
what you expect a chess program to do. 

This is the latest in Mindscape’s long line 
of chess programs. It’s a Windows 95 applica- 
tion, and here’s where you may run into your 
first glimmer of Mr. Hyde. The installation 
may overwrite the video drivers on some sys- 
tems, a problem Mindscape acknowledges 
and blames on Microsoft’s DirectX2 install 
routine. Try cancelling the DirectX2 check 
during install (it’s the last phase of the 
process) if you already have DirectX2 on 
your system; this may save you some trouble. 
Be sure to find the latest video drivers for 
your video card and display from your card 
manufacturer. 

If you are a beginning to average player 
who purchased Chessmaster with the expecta- 
tions of a program which plays a mean game 
of chess, dressed up with a plethora of bells 
and whistles, you will likely be very pleased. 
The chess engine is strong enough to give 
anyone a whipping, but can also be fine-tuned 
to levels providing just the right challenge 
for your abilities. A nice touch is the 
inclusion of “personalities,” pre-built and 
modifiable computer opponents which 


Chessmaster 5000 


are designed to mimic the style of famous 
Grandmasters. A useful set of tutorials are 
included; they range from advice for begin- 
ners to endgame studies suitable for experi- 
enced players. Players may select from a large 
set of 3D pieces (and a few 2D sets), which 
include everything from wooden Staunton sets 
to insects, dinosaurs, and salt and pepper 
shakers (although most are very difficult to 
actually play with). There are several help fea- 
tures, such as a quick-hint key, a coach mode 
which reveals every legal move (without rank- 
ing) and a description of what the move 
accomplishes (e.g., “pins knight” or “blocks 
pawn”), and a Natural Language Advisor 























































which suggests a move and then, in plain 
English, explains the merit of the line 


following from that move. During play, S388!) 


‘are a 
feather Ci 





Chessmaster will recognize and display 
the name of the opening being played— 
including transpositions—and has a very 
impressive opening database. You'll be 
surprised to know that the crazy opening 
you're playing actually has a name! 

If you are a serious player who pur- 
chased Chessmaster to help you study 
and prepare for tournaments, you are 
going to be a very unhappy camper. I 
can’t believe anyone at Mindscape ever 
tried the database out before shipping; if 
they did, they knew it was horribly broken 
and shipped it anyway (it’s an Access data- 
base; should’ve been shipped unlocked, for 
personal editing). For many people (including 
myself) the database is inaccessible, and 
requires a few calls to customer support and 
some experimentation to re-enable. It isn’t 
worth the effort. A search for white wins dis- 
plays black wins (and vice versa). This isn’t 
immediately apparent, as the move list from 
the database games contains no clue as to 
the game outcome: win, loss, draw, resign, 
mate, loss on time? You are left to look at the 
ending position and make your best guess. 
The “search by opening” or “search by loca- 
tion” functions don’t work at all. The data- 
base is written in stone, so no games can be 
added or deleted. If you wish to import 
games from other electronic sources using 
the industry 
standard PGN 
format, you’re 
out of luck. In 
spite of 
claims of PGN 
support, 
Chessmaster 
cannot read 
nor write 
PGN files. In fact, I tried to save a 
few games in PGN format with the 
game and it couldn’t even read it’s 
own PGN file! The names were wiped 
out, the games were truncated to four 
moves, and in one case the software 
even changed one of the moves! 
Other problems which make 
Chessmaster pretty useless for chess 
study include: 1) an inability to turn 
on the thinking mode with human- 
human games; 2) the thinking mode does not 
show its opinion of the opponent’s best move 
(thus rendering the displayed line worthless); 
3) the analyze mode drops the negative sign 
on scores between -1.0 and 0.0, destroying its 
worth; and 4) the game cannot be set to 
analysis times greater than 99 seconds. 
Remove all of these (advertised) functions and 
Chessmaster fails miserably as a serious train- 
ing partner. 

So, Jekyll or Hyde? If you just want a good 
chess playing program with lots of eye candy, 
Chessmaster 5000 will suit you fine. If you 
need a serious training partner, skip it and 
buy Rebel 8 or Fritz. —Jeff Lackey 
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Rostov 


Schwerpunkt 
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Small companies are nothing new to 
wargamers; it seems the big players have bet- 
ter things to do than design serious, detailed 
historical computer wargames. One of the 
most active small companies these days is an 
outfit with the moniker Schwerpunkt. Their 
claim to fame is a series of operational level 
games covering various WWII Eastern Front 
battles. Latest in their line is Rostov, a game 
which covers the fighting in the southern 
Ukraine in 1941-43. Like the other games in 
this series, Rostov has a clean, uncluttered 
look, runs on fairly minimal hardware (386 
with SVGA) and uses a tried and true 
move/fight/exploit system with various option- 
al rules such as fog of war, air power, and 
variable setups. Units are divisions and 
brigades, turns are weekly, and the differences 
in style between the skilled but overextended 
German army and the large but qualitatively 
variable Russian force are well modeled. 

Rostov offers a lot for true wargaming con- 
verts. The Al is credible, the scenarios are 
interesting, and the game system is easy to 
learn. The struggle for the vital city of 
Rostov, at the hinge of any thrust into the 
oil-rich areas of southern Russia, is inherent- 
ly fascinating. There isn’t much here to 
attract the less devout, however. There is very 
little glitz; the interface is a bit awkward, the 
computer opponent is not completely inte- 
grated into the game flow (you can see the 
computer’s units when it moves, regardless of 
the fog of war settings), and the graphics are 
far from state of the art. For gamers with a 
486 or faster, the AI performs its moves a bit 
too fast. These flaws won’t bother the core 
audience too much, I’d wager, and this game 
series is about the only active strategic/oper- 
ational system on the market. Schwerpunkt 
seems committed to improve the series’ look 
and interface, including upgrades for earlier 
games, and is worth watching, for wargamers 
with an interest in fighting their battles the 
old fashioned way: with an eye towards his- 
tory and the traditions of traditional paper 
map wargames. —Robert Mayer 
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eG STUDI9 3D0° 


Pl ay wit h 


thousands of . 
real people! Ae : a WERIDIAK 


Includes Netscape 
Navigator Personal 
Edition! 


Meridian 59"- 
the first Internet-based 3D 
graphical MUD game! 
| Fight fierce monsters. 
Interact with non-player characters. 
Form a guild. Tell war stories with 
other daring explorers! 


Play 
Meridian 59 FREE 


For 30 Days! 


Let the 
Internet quest 


begin! 











Age of Rifles 


Strategies for the Hundred Years (Ago) War 





ge of Rifles is about structure. In the 
“big picture” sense of structure, we 
have the trappings of any wargame: 
command, supply, combined arms, yadda, 
yadda, yadda. We all know how to fit armies 
together. But in the “little picture” sense of 
structure, Rifles is unique in highlighting the 
importance of a unit’s formation. To para- 
phrase the three rules of real estate, there are 
three rules of unit management in the game: 
formation, formation, for- 
mation. The units do not 
have static values for 
attack strength or move- 
ment. These values are 
dynamic, and they vary 
drastically according to 
the unit’s formation. The 
key to using your forces 
well is understanding the 
different formations, and 
choosing the right one 
for any given situation. 
Following is a dis- 
cussion of the dif- 
ferent formations, 
as well as aspects 
of the game high- 
lighted by particu- 
lar formations. 
Disordered 
formation 
The term “disor- 
dered” may be 
something of a 
misnomer. 
“Relaxed” might 
be a better term. 
When green 
Union armies 
marched to Ist Manassas to contest the 
Rebels there, their formations would bottle 
up and come to a halt at bridges and narrow 
roads. If they stopped for any length of time, 
men would get bored and wander off in the 
hot July sun, looking for water and picking 
blackberries. This illustrates perfectly the 
nature of a disordered formation: a soldier in 
the shade with a pocket full of berries may 
not be primed for action, but he’s probably 
pretty content. 

A disordered unit will do whatever is most 
convenient at that moment. Disordered 
troops will use roads for efficient movement, 
they’ll take cover inside towns and forests 
and trenches, or they'll rest to recover vitality 
to maximum effect. The name might lead 
some players to believe that a unit should 
never be disordered, but this isn’t the case. A 


winded unit which is low on vitality and not 
likely to come under fire will recover fastest 
in disordered formation (the healing power 
of blackberries at work). If a unit has run out 
of movement points and encounters a situa- 
tion while it’s in a particularly disadvanta- 
geous formation (e.g. stumbling into mount- 
ed cavalry while you’re in column formation, 
a time-honored no-no), you can always revert 
to disordered formation, as it costs no move- 


















ment points. If a unit is ever about to take 
fire from the rear and you can’t spare the 
movement points to turn around and react 
with counter fire, revert to disordered forma- 
tion: there’s no firing arc, and it won’t rob 
you of movement points. An added advantage 
is that a unit in this formation won’t suffer 
the penalties of undergoing a flank or rear 
attack; there’s no rear or flank on a disor- 
dered unit. 


Marching column and 

attack column formations 

While marching columns are abysmal for any 
kind of combat situation, you can’t beat their 
mobility. The only formations which enjoy 
the advantage of roads in rough terrain are 
disordered and march column (roads in clear 
terrain don’t make a difference for most 


[1] Using the original reaction fire rules, 
these advancing Zulu would find themselves 
taking reaction fire from the British 9 
pounder...{2) ...but using the default rules, 
they won't take reaction fire until they reach 
this point [3] British troops making efficient 
use of defensive formations in trenches 
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units). Another benefit of this highly mobile 
formation comes from the way initiative is 
determined between turns. Each command 
has an agility rating listed on the overview in 
the Info menu. This rating is a measurement 
of the command’s overall mobility: units in 
march column poised to move as opposed to 
units spread out in line formation; units near 
a road as opposed to units wading through a 
marsh; well-rested units vs. exhausted units. 
The side with the higher overall agility will 
win initiative for the turn (assuming the 
Variable Initiative option is enabled), giving 
it first crack at the opponent. 

If your unit doesn’t have the training 
(65% or better) to assume a square forma- 
tion, an attack column is the best way to 
maximize its melee strength. It’s also a more 
cautious way to travel through unscouted 
terrain, far safer than lining up in march 
column like so many bowling pins. Although 

both column 
formations are 
vulnerable to 
gunfire, attack 
columns offer 
slightly better 
protection and, 
more impor- 
tantly, they can 
send out skir- 
mishers, dra- 
matically 
increasing the 
unit’s protec- 
tion from fire- 
power. Attack 
columns also 
have the same 
mobility as a 
disordered unit, 
which is second only to march columns. 

Line and Supported Line formations 

These formations are obviously best suited 
for units which find themselves on the busi- 
ness end of any kind of firearm, whether it’s 
a musket or a twelve pounder. They are also 
the best way to bring as many men as possi- 
ble forward to point their guns back at the 
enemy. To understand the efficiency of line 
formations, the concept of frontage is crucial. 
A unit only has so much room for men to fan 
out and aim their weapons while still main- 
taining integrity. The number of troops that 
can shoot at the enemy is called “frontage.” 

The maximum frontage a unit can achieve 
is a function of 1) the scenario’s scale, 2) 
whether skirmishers are deployed, and 3) if 
skirmishers aren’t deployed, what formation 
the unit is in. If skirmishers are deployed, 
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then a unit 
uses skirmisher 
frontage, plain and simple. If skirmishers 
aren’t deployed, then a unit has reduced pro- 
tection from fire, but it enjoys parade ground 
frontage (modified by the formation modifi- 
er), which determines how many weapons 
can be brought to bear (see Frontage Tables). 
Note that if two units share a hex, the final 
frontage figures are halved for each unit. All 
fire directed at a hex also applies to all units 
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formations 


in that hex. So unless you have 
smaller units which can afford to 
share frontage and casualties, it’s 
generally a good idea to avoid 
stacking. 

A unit’s fire strength and 
melee strength are basically 
determined by multiplying a 
unit’s frontage by its capability 
(fire strength factors in the 
lethality of the unit’s weapons, 
while melee strength factors in a 
modifier for how well-suited the 
unit’s formation is to melee). 
Therefore, since line formations 
maximize frontage, they give 
units the strongest fire strength. 
A unit requires a training level of 

50% or greater to assume full 

line formation. 


Square and 
defensive formations 
Square formation is the best 
option for a unit engaged in 
melee, but with the high training 
requirement, many units will 

oS have to settle for attack columns. 

Defensive formations are the all- 
around best situation for a unit if a) it 
doesn’t have to move and b) it hap- 
pens to be in the same hex as a town, a 
redoubt, trenches, or breastworks. The essen- 
tially defensive nature of both these forma- 
tions call for an understanding of the way 

Rifles handles reaction fire. 

The important thing to remember is that a 
unit cannot perform reaction fire unless it 
has movement points available. If you’re the 
first player in a turn, don’t use all your move- 
ment points: a “volley” of reaction fire 
requires half of your unit’s full movement 





— yards 
(which 
works fine 
when 
you're 
talking 
about 
Zachary 
Taylor’s 
men and 
their mus- 
kets in the 
Mexican- 














American 
War, but I seriously doubt a battery of British 
artillery would politely wait for 3000 Zulu 
warriors to get within 400 yards before open- 
ing fire). It seems that during the game’s 
development period, SSI toned down the orig- 
inal reaction fire routine and gave us the 
more traditional “I-move-and-fire-then-you- 
move-and-fire” dance. By limiting the amount 
and range of reaction fire, SSI may have 
made the game friendlier to newcomers, but 
they’ve taken a crucial element of unit man- 
agement out of our hands and ultimately 
made things far less suspenseful. 

Thankfully, the original code for reaction 
fire is still written into the game. By using the 
command line switch “reactions+” (start the 
game by typing “rifles reactions+” from a 
DOS prompt), the full reaction fire scheme is 
restored. The ranges for reaction fire are now 
greater, and each volley only requires a quar- 
ter of a unit’s full movement point potential 
(although I have yet to see a unit fire more 
than two volleys of reaction fire). Now you'll 
have greater control over when and how 
units will react. This opens up a whole new 
level of ammo management, as units are 
liable to fire much more often. The player 
who puts all his units in line formation and 
gives them free reign to fire at the slightest 
provocation will soon find himself with 
unsupplied troops, who may as well throw 
rocks. Artillery is also now much more capa- 
ble of defending itself: it can attack multiple 
units approaching its position from further 
ranges, making assaults on artillery positions 
risky propositions indeed. 

Rifles is ultimately like chess, because the 
side with the more efficient structure will 
prevail. What this boils down to is having 
your troops in the right place at the right 
time and, perhaps most importantly, in the 
right formation. @ 
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Survival comes down to two things, the role of strategy. 


And the roll of the die. 


INTRODUCING DRAGON DICE ON CD-ROM. Not since the invention of the 
broadsword has there been a more realistic way to experience the pace of 
battle. The new CD-ROM version of TSR's blockbuster hit, DRAGON 
DICE, takes you ona dangerously realistic journey into one of the most 
challenging and popular fantasy dice games ever. 

This animated DRAGON DICE adventure, begins in eons past, when 
the strength of the sword or the spell power of a sorcerer was the only 
difference between a glorious life, and a vicious, terrible death. 

You'll have to use all 128 of the games built-in computer dice to build 
your own dice armies, to scout enemies, and to avoid traps. Plus, each 
DRAGON DICE CD-ROM comes with a limited and collectible, TSR 
sanctioned DRAGON MASTER die. 

It's the most true-to-life dice battle of strategy you've ever encountered. But beware, because only the 
extremely talented, or the unbelievably lucky will survive. 
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wg BASED ON TSR’S BLOCKBUSTER STRATEGY HIT, DRAGON DICE. 


iY CUSTOMIZE ENDLESS ARMIES FROM EVERY DIE AVAILABLE FOR TSR'S ORIGINAL DRAGON Dice (ALL 128) 


SINGLE PLAYER OR A 4 PLAYER NETWORK MODE DRAWS YOU INTO THE RICH HISTORY AND 
STORYLINE OF AN ANCIENT AD&D” UNIVERSE 


BEAUTIFUL ARTWORK AND DICE -TO-CHARACTER ANIMATION BRING THE POPULAR DICE GAME TO LIFE, 
CREATING A RICH GAME PLAYING EXPERIENCE 





Coming soon for Windows 95° Download the interactive preview at www.interplay.dragonplay.com 
Check out TSR’s DRAGON DICE game available now. 
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balatice of power. But ' ioe Order i is in 
the wind... one born of blood and fire! 


This real-time strategy game lets 
you carry your eight favorite 
units from scenario to scenario. 





PaCenebeluze meosecl oy-Larey ole ley oh: 
_include stealth movement and 


echanitally enhanced units. 
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player and head-to-head play via 
network and modem. 


Online tutorial and pop- 
up windows help you 
learn the game quickly. 








Check out our website: www.warwind.com 
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Afterlife 


The art of keeping dead men from walking 


h, “lost souls.” Most preachers 
would lead you to believe this 
means poor chumps who made bad 
decisions and ended up in the hot place. In 
Afterlife, ending up in hell isn’t so bad, and 
making the grade to enter heaven isn’t 
much better. In fact, a steady stream of 
stuff-of-unending-life (souls) going to hell 
(and heaven) helps to keep the pennies 
flowing. Lost souls are really dead men who 
haven’t had their particular afterlife needs 
met, and who walk off into limbo. Too many 
of these can truly make the life of an aspir- 
ing Demiurge... hell. 





The basic yin-yangs 
of heaven an hell 
Remember that in this 
game, heaven means a 
nice, cushy afterlife and 
hell means a rough painful 
existence forevermore 
(well, not always, depending 
on a soul’s belief system). 
Short roads with diverse 
fates are for heaven; long, 
confusing walks to one’s 
well- separated punish- 
ments are the rule in hell. 

A good initial itinerary of structures in 
both heaven and hell will include a gate, a 
3x3 block of fate tiles for all seven fates, a 
topia, a training center, a siphon, a karma 
station anchor with connecting karma track 
and karma portal anchor, two ports and 
maybe a bank. Almost all of these structures 
will need to be connected to a road, except 
fate zoning, which should be within three 
tiles of a road. Remember to connect 
siphons to rocks. 

Each structure puts out vibes, which affect 
the structures around it. As you’d expect in 
heaven, good vibes are pro-evolution and 
bad vibes hinder the evolution of neighbor- 
ing structures. In hell the opposite is conve- 
niently true. Make frequent use of the 
microview function to get building descrip- 
tions, and mapview function to keep tabs on 
how your structures are affecting each other. 
Note that gates emit counter evolutionary 
vibes. Training centers or topias are good 
structures to place near gates, to help cancel 
out the negative effects. 

Lost souls in the initial portion of the game 
are generally related to fate zoning deficits. If 
a spike appears, change the tempo immedi- 
ately to divine intervention (a good habit to 
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get into whenever 
there’s trouble), and 
flatten the tiles. Make 
sure the fate tiles are 
within three tiles of a 
road, all roads are con- 
nected, enough 
siphons are available 
(use mapview again) 
to make sure the zon- 
ing is charged, and 
that there’s no counter 
evolutionary karma 
portal anchor near by. 


A well-trained principal is hard to find... 
The quantity and quality of your labor force 
of angels and demons will affect the success 
of the game greatly. If fiery haloes start show- 
ing up in heaven, or golden haloes in hell, 
too many workers are idle; this will result in 
much destruction. Not enough workers means 
higher labor costs from a larger imported 
labor force. Training centers will regulate 
these situations to some degree. In the train- 
ing center microview, the centers can be tog- 
gled to accept a certain percentage of appli- 
cants. Angel Quotient (AQ) and demon quo- 
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by Chuck Klimushyn 


Manually balancing fate structures will save pennies early in the game; 


Higher acceptance rates means more but less efficient workers at 
training centers; 

Fates can be close together in heaven but placing them close to gates 
and anchors is a mistake 


tient (DQ) are a grade of the efficiency of the 
workers. A high acceptance rate will turn out 
more angels and demons, but with lower effi- 
ciency. Being more selective will result in 
more intelligent and efficient workers. 
Efficiency rates can vary between 50-150. A 
good starting point is a 50% acceptance rate 
and AQ’s and DQ’s of around 100. 

Topias and Ports are also regulators of the 
work force. Topias house your work force 
and need to be monitored, so that new ones 
can be built or existing ones upgraded as 
they become filled. Ports hold large amounts 
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I came. 


Il saw. 


clo) atop bteracrem 


~ Julius Caesar 


Absolute victory. Total control. 


With all the buttons you could ever need, the Microsoft’ 
SideWinder™game pad is going to give your white kmuckled 
‘hands the ride of their life on all of your Windows® 95 
games. Hard to remember milti-button moves are a stroll 
through the park as you can map them to a single button 
on the game pad. Suddenly someone is wondering what just 
hit him. The SideWinder game pad is perfect tor a little 
ugly head-to-head action since you can connect up to 4 
game pads for fully functional, miti-player play. All of 
which are great reasons to buy more than just one. So 
step out of the way, because the battle is about to begin. 
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Micresoft 


Where do you want to go today?® + www.microsoft.com/sidewinder/ 
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Listen to Jasper and Aria, they 
generally have good advice; 


Special buildings like the 
Heavenly Scent Atomizer 
keep away Bad Things 

and should be placed in 
strategic locations; 

Golden halos in hell are a 
sure sign of idle workers and 
trouble coming; 


Ragnarok n’ Roll popping 
up is one way to know 
you've lost... 





ice eran fadintenbs of angels and demons. 
They’re good to lay 
down when there’s trou- 
ble involving workers 
who need to be reduced 


in a hurry. 
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Planetary 
intervention 
Not only does a budding 
Demiurge have to worry 
about heaven and hell, 
but there’s also a whole 
planet undergoing disas- 
ters and slowly making 
its way to nuclear tech- 
nology to worry over. It’s 
tempting to alter technol- 
ogy, since it increases 
population over time, but the 
higher the technology the 
greater the threat of nuclear 
war. High technology levels 
are best countered by 
increased peacefulness on the 
planet. Tampering with 
sin/virtue levels is best done in 
small measures and with fre- 
quent game saves. Be ready to 
counter an unexpected result 
of a sin/virtue change with its 








corresponding opposite. 

Disasters will impact heaven and hell fre- 
quently. Floods, earthquakes, and similar events 
will lead to the rapid influx of souls into the 
afterlife. Once again, reducing the tempo to 
ensure there are enough gates, fate zones, and 
workers to handle the increased population will 
make the best of the situation. 


The nice thing about 

special buildings and bad things 

Special buildings repel bad things. Heaven’s 
Vista Enhancement Doohickey will shoot down 
Birds of Paradise for a radius of eight tiles, while 
hell’s Ugliness Engine will waste Bats Out of 
Hell at the same range. Heaven’s Audio 
Improving Embophone will protect against the 
Blues at a range of about nine tiles, and hell’s 
Crinkly Cacophony Contrivance will repel a 
Disco Demon at a similar radius. Heaven’s 
Paradise Pair O’ Dice will be repelled by the 
Fluffy Comfort Dispenser for about a 12-tile 
radius, and hell’s Tactile Degradation Gizmo will 
keep the Freeze at bay at the same range. 
Heaven’s Scent Atomizer and hell’s Flatulence 
Ol-Factory will keep the Nose at bay at around 
10 tiles out. The Basket is countered for approxi- 
mately 11 tiles by the Creamy Candy Castle in 
heaven, and by the Wellspring of Unsavoriness 
in hell. 

When a billion souls are reached in heaven 
and hell, Omnibolges and Love Domes are 
granted. These structures are very tempting to 
lay down, because they’re essentially perfectly 
balanced, self-regulating mini-heavens and hells 
which offer nice, pro-evolutionary vibes for a 
whopping 16 tile radius. No fuss, no-‘muss, even 
the labor cost is paid for by The Powers That Be. 
Note though that these structures can take a big 
bite out of the population of other fate tiles; this 
may lead to all the usual woes of unemployed 
workers. In addition, their occupants are not 
included for Soul Rate computations. 
Fortunately, admission rates can be adjusted just 
like training centers. Planning ahead by reduc- 
ing the number of available workers and re-eval- 
uating current zoning can minimize these struc- 
tures’ negative effects. 

There is one nice thing about Bad Things: they 
can be toggled off! Don’t be a macho Demiurge 
who has to play tough all the time. Sure, you take 
a hit on the Soul Rate, but toggling off the Bad 
Things for a time, especially in the middle por- 
tion of the game when money is tight, may help 
you reach that 1 billion served mark. 


And don’t forget Jasper and Aria 
Afterlife provides advisors in the form of Jasper 
and Aria, who are actually fairly intuitive and 
helpful. Make use of them frequently, especially 
in the early stages of the game as the founda- 
tion for your realms is laid down. By following 
their advice and the tips above, The Powers That 
Be may bless and keep you so that Ragnarok n’ 
Roll or the Four Surfers of the Apocalypso never 
trouble your domain. 
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THE EXPLOSIVE 

NEW STRATEGY GAME 
FROM THE CREATORS 
OF MILLION-SELLER 
COMMAND & CONQUER 


Super VGA Graphics* intensify 


realism and excitement 


Multiplay features include Internet 
Head-to-Head* and 8 player IPX 


Fight over land, sea and air. 

Thirty new units and structures to 
choose from including MIGS, spies, 
destroyers, submarines and more 


Now battle maps are twice as large 


Over forty missions to play and 
dozens of multiplayer maps 


Two CDs~-one for you and one 
to lend to your favorite victim 


Create and trade battle maps with new 
terrain editor 


Three game difficulty settings 


Dozens of close-ups and action movies 





“s Internet access tonight!* Play against 
= : = competitors across the world with 
——— ————— Westwood’s FREE Chat Program** 


All the power. None of the res ! 





ponsibilt 
*Windows °95 version only 
**Requires existing Internet access 
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by Robert Mayer 


Robert E. Lee: Civil War General 


On to Washington!-strategies for the beginning wargamer 


ierra On-Line’s latest strategy offering 

puts gamers in the shoes of Robert E. 

Lee, the Confederacy’s greatest general, 
and gives them the chance to do what Marse 
Robert himself never did: take Washington. 
Though basically an introductory level game, 
Robert E. Lee: Civil War General still 
demands that prospective heroes of the 
South pay close attention to their martial 
duties. While experienced wargamers might 
just jump in and be the terror of northern 
Virginia, gamers with less time in the service 
may need a bit of a head start. Those 
Yankees may not always 
be smart, but there sure 
are a lot of ‘em! 


Combat basics 
In Robert E. Lee, as in the 
real War Between the 
States, there were three 
main classes of military 
units: artillery, cavalry, 
and infantry. Naturally, 
infantry or foot soldiers 
make up the bulk of your 
army. These fellows do 
most of the fighting (and 
dying!). Skirmishers and 
specialists are a subclass 
of infantry. The artillery- 
men man the big guns, 
which add greatly to your 
combat power; they can 
also hit 
targets 
which 
are out of 
range of 
the 
infantry’s 
rifles. 
Finally, 
the caval- 
ry con- 
sists of 
mounted 
men, 
usually 
armed 
with 
short 
range weapons (of the kind easily wielded by 
men on horseback). While your infantry will 
be the core of your army, you can’t afford to 
ignore the other arms. Using all three types 
of units effectively can spell the difference 
between victory and defeat. 

For all units, morale, experience, organiza- 
tion, and health are critical factors. 


Experience will increase slowly as your men 
fight battles, but the other three characteris- 
tics will change rapidly and radically during 
the course of a game. The most important 
characteristic for combat is morale, followed 
closely by organization and health. This 
works both ways. If you are attacking, try to 
pound the enemy with artillery until both the 
morale and organization status bars are red, 
or at least yellow. Don’t be too afraid of the 
large number of men in Union brigades. 
When healthy and well led, these big boys 
can be fearsome, but when disorganized, 

























Hitt July 2, 1863 16:00 


short 


hurt, and feeling down and out, they can be 
crushed like June bugs. Similarly, withdraw 
your units from the line when they get beat 
up, and replace them with fresh troops. 
Adequate supplies, good leadership, and good 
weapons all help units keep morale up; move 
only when necessary to maintain good orga- 
nization. On the attack, use units with high 


Infantry and artillery together make a great 
defense for the battle 
Use the campaign map to get a feel 


morale, organization, and health values 
(green bars), or be prepared for disaster. 

The best way to set up an attack is to com- 
bine the forces of several units. Pound the 
target with artillery, from short and long 
ranges if necessary. Then hit them once with 
a good unit, but not your best. Finally, smash 
them with a really good unit from the oppo- 
site direction, directly across from the hex 
the first unit attacked from. Sometimes you 
might have to attack a third time with yet 
another unit, but often the combination of 
artillery fire and a flanking attack will do the 
trick. It follows from this 
that you need about a 
three-to-one superiority in 
number of brigades to 
mount an extensive attack. 
You will rarely if ever have 
this sort of superiority, so 
you will have to pick and 
choose your combats. Dig 
in and hold along most of 
the front line, and concen- 
trate adequate forces for an 
attack only where it will do 
the most damage. Your 
object should be to kill 
enemy units, or at least 
make them rout. Once you 
have made a hole in the 
enemy’s line, you should 
begin to roll up the flank, 
by attacking the enemy 
unit by unit 
with over- 
whelming 
force. 

One key 
to winning 
big as the 
Confederacy 
is to keep 
your casual- 
ties down. 
Try to 
deploy your 
artillery as 
close sup- 
port. You 
can’t match 
the Union in 
gun duels, so stack artillery (12lb. Napoleons 
are best) with infantry, and use it to support 
attacks and defenses. Attack only when the 
odds are in your favor. There are no key ter- 
ritorial objectives which require a do or die 
effort, so only attack when you can do more 
damage to the Yankees than they will do to 
you. Generally this means attacking the sick, 


Try to keep this list 
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You thought it was just another mining expedition... 
You thought the planet was uninhabited... 
You thought you'd be home for dinner... 


HO THOUGHT WRONG 


Immerse yourself in the mysterious world of Albion. The 
vast beauty will captivate you. The life forms will challenge 
you. Every step of the journey will force you to re-think / 
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the weak, and the lame. Do not charge a 3500 
man Union brigade with 450 dog-tired boys in 
butternut. As a rule, you should only attack 
stronger units if it is absolutely imperative to 
rout them out of a hex threatening your line, 


or if they’re in a position to exploit your flanks. 


Most of the time, you should try to achieve 
local superiority, where you can put three or 
more strong units against one weak enemy. A 
carefully chosen attack on even a large, weak- 
ened unit can often deal 
devastating casualties to 
your foe for little, if any, 
loss. If you can surround 
the enemy, so much the 
better, as your chances of 
prompting a mass surren- 
der are then very good. 
Remember, there are no 
zones of control, so a hole 
in the enemy’s line is a great 
opportunity for exploitation. 
When moving to contact, use movement 
(column) mode. Switch to combat (line) 
formation if possible when you sight the 
enemy. You'll have to run your guns up to 
the line limbered, where they’re vulnerable; 
unlimber as soon as possible. Ideally, caval- 
ry will spearhead your march, as the horse- 
men can avoid trouble. Try to get a feel for 
where the enemy is before you deploy. If 
that’s not pos- 
sible, pick 
good, defen- 
sive terrain 
and deploy 
there, behind 
a creek, in 
the woods, or 
on a ridge 
line. If you 
can, find a 
position with 
at least two of 
these charac- 
teristics. The 
enemy will 
often come to 
you. Killing 
the enemy is 
John © Fiser 
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LC ~ Move Unit to this hex 


the goal here; it makes no difference if you 
kill them by attacking or defending, except 
that when defending, you will take far 
fewer casualties. 

Over the course of the campaign, upgrade 
your weapons. Get rid of light artillery, load 
up on Napoleons, and replace all your 
infantry weapons with Enfield rifles or better. 
Stay clear of repeaters and breechloaders, 
except for your horsemen, as these marvels 


Stay clear of repeaters and breechloaders, 
except for your horsemen, as these marvels are 
too expensive to supply. You can insure a steady 

stream of supply points by always wiping out 
routing or retreating Union units 


are too expensive to supply. You can insure a 
steady stream of supply points by always wip- 
ing out routing or retreating Union units. 
Never fight fair; pick on the weak, abuse the 
helpless, stomp the crippled. In a stand up 
battle, you will lose because the North can 
replace its men, and you can’t replace yours. 
Replace leaders only if they prove truly 
incompetent. Keep this up over several bat- 
tles, and you will be ready to march on 
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Infantry and artillery together make a great 
Try to keep this list short 
campaign map to get a feel for the battle 


Washington and return that city to its right- 
ful, Southern owners. 


Campaign considerations 
Getting to that point won’t be easy, though. 
Each of the battles you fight requires different 
strategies. First Manassas, for example, is a 
small, confused battle; you have to concen- 
trate your units to destroy the Union forces at 
the bridges and fords. Second Manassas, how- 
ever, is a much bigger battle, 
where you have to establish 
a good line and repel 
Union assaults. Antietam is 
another defensive battle, 
but one where you need to 
scout the creek to discover 
hidden fords; guard these 
well, and the regular 
bridges too, and the Union 
will have a hard time getting 
to you. Another strong defensive position 
greets you at Fredericksburg, where you 
should dig in along the heights behind the 
stone wall, while moving your right flank up 
against the Union left aggressively, as soon as 
Burnside begins his assault. At 
Chancellorsville, your initial forces have to 
consolidate a line and hold off the Yanks until 
Stonewall can collapse their right flank. Use 
your cavalry to screen your own flanks here. 
Gettysburg is the campaign’s climax. Here 
you have three days to rout the Army of the 
Potomac. Push hard on the first day, exploiting 
gaps in the Union line to gain possession of 
Cemetery Hill and the stone walls there. Dig in 
on the hill and on the rocky rise to the east; 
don’t bother with moving south or extending 
your line to the west much. Let the Union bat- 
ter itself against your guns and rifles, only 
leaving your entrenchment to finish off weak- 
ened Yankee units. After this bloodletting, you 
should be in good shape for the Wilderness, 
another confused and confusing battle in the 
woods like Chancellorsville, but one where you 
should concentrate on local defenses and 
killing Yankees. Fall back if you have to, make 
the Yanks come to you. Finally you get to 
move on Washington, and if you’ve played it 
smart, you should be in good shape. Avoid the 
forts. Instead, lure the Union forces out to you. 
Deploy in a line 
beyond the range or 
visibility of the forts, 
and send small sor- 
ties out to show the 
Union the flag. The 
a Federals will come 
28 es srunning, and you 
i } can rack up a victo- 
ry without every get- 
ting near the streets 
of Washington. Use 
your cavalry to 
screen your flanks, 
and to finish off 
Union stragglers. 
And if at first you 
don’t secede, try, try 
again. @ 





Use the 


COMPUTER GAMES 











MS-DOS* AND WINDOWS°’ 95 CD-ROM A 
HTTP://WWW.ACTIVISION.COM Cc ISION. 


Activision is a registered trademark of Activision, Inc. © 1996 Activision, Inc. MechWarrrior, BattleTech, BattleMech and ‘Mech are registered trademarks and Mechwarrior 2: Mercenaries is a trademark of 
FASA CORPORATION. © 1996 FASA CORPORATION. All rights reserved. All other trademarks and trade names are the properties of their respective holders. 








Cheat Thrills 


The restless Nights of Mario 


e don’t cover console games in this 
magazine. In our coverage of the 
1995 Electronic Entertainment 
Expo, we identified games on console plat- 
forms and received enough e-mail saying, 
“Ack, no console coverage” that, proved it 
was dangerous to even mention those beasts, 
even though we had no intention of covering 
them. We used to run some video-based con- 
sole columns on our CD-ROM, but those were 
dropped due to a lack of reader interest. Oh 
well. Here we go again. 

Two recent console games have intrigued 
me more than any games in recent memory. 
The sense of wonder and exploration found in 
games like Super Mario 64 and Nights, for the 
Nintendo 64 and Sega Saturn respectively, is 
unmatched on 
the PC. They 
are aesthetic 
triumphs, with 
gorgeous 
graphics and 
amazing sound, 
but they man- 
age to retain 
extraordinary 
gameplay. 
Console folks 
are slobbering 
all over Mario, 
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The psychadelia of 
Sega’s Nights. An 
environment of 
extreme weirdness, but 
well worth the, uh, trip 


The amazing Super 
Mario 64. Sure it’s 
nauseating, but it’s 
almostgood enough to 
justify buying the N64 


saying how it heralds a new paradigm of 3D 
gaming. As PC gamers, we have to laugh, 
because we’ve been doing 3D since day one, 
from the earliest flight simulators to Ultima 
and Wizardry to Wolfenstein and Doom. 
However, there is something special about 
Mario, something that could influence the 





























next wave of PC games. There’s a sense of awe 
that you get while running around the color- 
ful landscapes. It’s due in large part to the 
technology (it better be good — the machine’s 
a mini Silicon Graphics Workstation, for cripes 
sake), but there’s also a fluidity to the con- 
trols, and the game feels like a beautifully uni- 
fied whole. 

If you try and find an equivalent game 
on the PC, you’ll come up empty. The only 
game I can think of that even comes close 
is Relentless, and very few people bought it 
(but a sequel is on the way!). It has one of 
the most gorgeous environments ever creat- 
ed on the PC. However, PC designers (and 
perhaps gamers as well) are preoccupied 
with violence and darker themes, and in 
doing so have effec- 
tively eliminated any 
sense of beauty in 
their games. Quake 
has rooms of 
unquestionable 
beauty, but it’s a 
dark beauty, tem- 
pered with a sense 
of impending doom 
(no pun intended). 

Level design, 


though, is where these games start to fall 
apart. No one really complains that the cur- 
rent crop of 3D games are completely linear 
(saying, “But who plays them solo? 
Multiplayer is where it’s at!” is a bogus 
response). You have to open door X to get to 
Y before leaving location. There’s no varia- 
tion in gameplay, no sense of exploring the 
level, very little in the way of discovering 
new areas (secret areas are usually tiny and 
just places to score new weapons). 

Is there a 3D game which manages to cap- 
ture a certain aesthetic sense, provide a beau- 


by Steve Bauman 


Cheater 





To play soccer in Monster Truck Madness, 
hang a left right before the finish line on 
the Higlands Rally track 


Hellbender 


Type these during play for some fun fun fun 


TOTLPWR 100% energy 
URDEAD# Gives weapon # 
MAXMEUP 100% hull 

IMPUMPD All weapons 
AUNTEM# Warp to level # 
IMSTUCK Skips current mission 


Time Commando 
Level codes on the EASY level 


Roman YPTERFGZ 
Japanese NKTOLVIF 
Middle Age VMXYICCB 
Conquistadors FDQLUGGCC 
Wild West ZREHQFIR 
Modern Wars FBTAWPFC 
Future X 


tiful game world which encourages explo- 
ration and still manages to contain gameplay 
that is challenging and, most of all, fun? 
Some 2D games are like this, the most recent 
being the startling adventure game 7he 
Neverhood Chronicles from DreamWorks 
Interactive (the company founded by four 
guys you may have heard of: Spielberg, 
Katzenberg, Geffen and Gates). Curiously 
enough, Neverhood was created by a bunch 
of guys who came from Shiny Entertainment, 
and helped create Earthworm Jim, a game 
that met the criteria, except for the 3D part 
(it’s a side-scrolling 2D platform game). 
Before any PC-centric gamer gets terrified 
that this article signals a change toward con- 
sole coverage in this magazine, fear not. It’s 
merely a plea for designers, and gamers, to 
consider alternate sources of inspiration. 
Rather than copy id (even id can’t stop copy- 
ing id), take your inspiration from something 
else. Perhaps some PC designer will one day 
be bold enough to create worlds based on his 
or her dreams, rather than their nightmares. 
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Area 51 does not exist. 


‘re smart, you'll stop asking questions. 
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The #1 Arcade game shows you what your government. won't. 
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Suspect erects 


between two pylons, 


vehicle, 


of “Rocket War.” 





Suspect drives at speeds in excess 


other drivers, endangering drivers 

by running them into walls and pylons. 
On the street, this is known as 
“Rocket Racing.” 
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Suspect, 


armed with large ball 
attached 


to cable, drives erratically, 
smashing ball into oncoming vehicles, 


hurling ball at other drivers in an 


attempt to score points during illegal, 
unsanctioned game of “Rocket Ball.” 





ROCKETS AND JOCKEYS. 
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FOR A FREE DEMO OR TO BUY ROCKET JOCKEY, 
CALL 1.888.SEGASOFT WWW.SEGASOFT.COM 





“clothesline” 


knocks oncoming 
driver off his vehicle, 


steals said 
then runs over driver 
repeatedly with it. Claims he was 


participating in a “friendly” game 


of 100 mph over speed limit, cutting off 





Battling ‘bots boast brains as well 


Shattered Steel 


Interplay 
DOS 











ou’re a mercenary Planet Runner 

pilot, signed on by a big corporation 

to protect its offworld assets from the 
aliens (what’s a Planet Runner? It’s what you 
call a mech when you don’t have a FASA 
license). In many ways, the premise and 
structure of Shattered Steel will bring back 
memories of Eidos’ Absolute Zero, only in this 
case the parts hang together much more nicely. 

As the game starts, the first place you'll 
want to go is the arming bay, to choose from 
an initially limited selection of weapons 
(you'll earn more as you complete missions). 
When your Runner is ready, you sit through a 
(sometimes long-winded) mission briefing. 
The game’s story line evolves during these 
briefings, and there are some interesting 
facets to it. After the briefing you can jump 
back to the arming bay to tweak your weapon 
load-outs based on mission objectives. Finally, 
you land on the planet, and the fun begins! 

Once planetside, you can fiddle with ener- 
gy levels, as in X-Wing. Weapons, shields and 
engines all share the same pool of power. A 
wireframe map gives you 100% accurate intel 
of the combat area, including the location of 
friends, enemies and buildings. Three MFDs 
can display radar, ammo levels, shield and 
energy status, or a damage display. The ter- 
rain is based on voxel graphics, and tends to 
be composed of rather rugged hills and val- 
leys. The aliens come in many shapes and 
sizes, broken broadly into those that fly and 
those that walk. Ground enemies are organic, 
resembling strange animals, while the flying 
ones look much more like machines. And 
they all blow up really nicely. You’ll be 
delighted to find that you can blow the turret 
(the head, for all intents and purposes) off an 
enemy and let the body stagger around harm- 
lessly until you get the urge to deliver the 
coup de grace. 

Missions are somewhat varied. While most 
have the common theme of “kill lots ‘o bad 
guys,” there are also escort missions, and 
orders to destroy enemy outposts or guard 
friendly facilities. The supply of enemies is 
generally endless, until you find their teleport 
pads and destroy them. Charging in head-first 
isn’t always a particularly successful 
approach. Instead, utilizing hit-and-run tactics 
— such as sneaking through narrow valleys to 
get into the alien rear area and then taking 


The arming bay; Planet Runner, Invader model. Stylish yet practical 
with a little help from my friends... that’s a good guy overhead; This shot shows “splash damage.” 
| destroyed the enemy on the ground, but the force of the explosion took out the assault shuttle 
that had been hovering overhead. Drat! 


out their teleport pads — keeps the aliens off- 
balance. In addition, you'll often have help in 
the form of tanks, shuttlecraft, jets, gun turrets 
or even another Planet Runner. Unlike most 
action games, your wingies here are quite 
effective and, once you have things under con- 
trol, it’s okay for you to leave the area and 
proceed with the rest of your mission. If an 
enemy or two remains to be mopped up, trust 
your comrades to do it for you. 

Bioware, the developers, have taken pains 
to allow you to customize the game to your 
liking. You can turn on auto-targeting and 
play the game like a Doom clone, or config- 
ure separate controls for body and turret 
movement. Four difficulty levels let you set 
the challenge to suit your skills. Graphic reso- 
lution can be toggled between 640x480 and 
320x200, and many eye candy features can be 
individually tweaked, in order to give you the 
“frame rate/cool graphics” ratio you prefer. 

Once you've played out the 50 or so mis- 
sions included in the campaign, you can go 


as brawn 





I get by 


head-to-head via modem or network (16 play- 
ers). As a nice afterthought, Bioware added a 
single-player “anarchy” option under multi- 
player games. This is basically just a random 
mission generator, but it'll keep you busy if 
you finish the storyline and want more. 

When you dissect Shattered Steel and lay 
its parts on the table, the big pieces aren’t 
original or all that special. As you spend time 
with the game, however, you start to notice 
cool details (the force of an exploding enemy 
will destroy another nearby unit; your Runner 
won't offer a stable gun platform when 
perched on a knoll, as it struggles to maintain 
its balance — that sort of thing). Bioware and 
Interplay also got the mix just right. The story 
works, the cut scenes set the mood but don’t 
intrude once you're in the game, and the 
actual gameplay is a great blend of action 
and tactics. Simply put, Shattered Steel is a 
helluva lot of fun to play; easy to get into, but 
with enough depth and challenge to keep you 
coming back for more. — Peter Smith 
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Virtua Fighter PC 


Sega Entertainment 
Windows 95 
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At a time when the bulk of the video gaming 
industry was focusing on the refinement of 
the same old 2D games in both the arcade 
and the various home platforms, Sega intro- 
duced what was known as the AM-1 board 
for the arcade. The game first used with this 
polygon pumping board was Virtua Racing; 
it was pretty bare bones in the graphics 
department, with no textures and an 
extremely polygonal look (even the wheels 
were square), but it was an incredible coin- 
op racing simulation for its time, and led to 
Daytona USA, which still might very well be 
the greatest arcade racer out. 

More importantly, however, the AM-1 board 
enabled the creation of Virtua Fighter. Prior 
to that, all fighting fans had to play were 
Street Fighter 2, Mortal Kombat and a whole 
lot of rip-off titles which sank somewhere in 
between those two juggernauts. Virtua 
Fighter’s graphics were still blocky, still untex- 
tured, but the gameplay and animation was 
something else altogether — over 700 moves, 
incredibly smooth character motions, and 
eight fighters with truly realistic and unique 
martial arts styles. While the gameplay was 
(and still is) on a two dimensional plane (like 
most fighting games), the characters and are- 
nas were truly three dimensional. 

The Virtua Fighter games remain the best 
in the genre and are a solid example of game 
design which improves with each new addi- 
tion to the series, while managing to keep 
the greatness of the previous generation 
intact. Virtua Fighter 3 is due in the arcades 
any day, Saturn owners have Virtua Fighter 2 
to keep them happy in the face of PlayStation 
and Nintendo64 owners, and now PC fighting 
fans can revel in the joys of Sega PC’s release 
of a super upgraded version of the original in 
the form of Virtua Fighter PC. 

This is the second PC version of the game; 
this time around, Sega has managed to opti- 
mize the code so that a graphics accelerator 
is not part of the retail price. And the results 
border on stunning. The PC conversion of 
Battle Arena Toshinden is striking, but 
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Virtua Fighter PC 





Virtua Fighter PC makes it look shabby. The 
characters have made up for the necessary 
polygon loss by getting a total texture map- 
ping overhaul; the graphics now rival those 
in any previous version of the game. The 
faces have expression, clothing and body 
details are done subtly, and the animation of 
the game is, as it always was, the best in the 
business. Pick up a character to slam them, 
for instance, and they’ll panic, waving their 
arms and legs in protest. 

Of course, playing the game in SVGA mode 
will still tax most systems out there; you can 
choose between fast or smooth gameplay, but 
even on what the game suggests as an opti- 
mum system (a 133 with 16+ RAM), the fast 
mode can be too jerky, and smooth mode 
runs in slow motion. The one place where 
Toshinden excels is in the customizability of 
its graphics, even though its frame rate opti- 
mization pales in comparison. Virtua Fighter 
PC doesn’t have enough options to get the 
most out of the SVGA mode — there’s no 
option to turn off the background or shad- 
ows, for instance. If the game is too slow in 
SVGA mode, however, it’s blisteringly fast in 
VGA (even with all the frills on). And it does- 
n’t look bad at all, either. 

Choose to play with a gamepad or the key- 
board, though a four button pad is best. 
Virtua Fighter PC, being a Windows 95-only 
title, requires that you calibrate the control 











pad from the Windows configuration menu. 
The gameplay, however, is dead-on to its 
Saturn and arcade counterparts; there’s no 
doubt you'll be getting the true Virtua fight- 
ing experience here. One odd quirk, though, 
is that many of the important menu screens 


can only be accessed from the fighting are- 
nas, not the main menu. No network or 
modem options are available, despite a tour- 
nament mode. 

Unlike almost any other fighter out today 
save the Tekken games (the only real compe- 
tition to this series), Virtua Fighter is a strat- 
egy-laden, fluid gaming masterpiece which 
comes close to being a sort of brutal, interac- 
tive artform, and this new PC release of the 
classic game does nothing to distract from 
that. Make no doubt about it, Virtua Fighter 
PC is the best fighting game you can buy for 
your computer. — Jason D’Aprile 


Time Commando 
Activision 
DOS, Windows 95 
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A game that, on the surface, has all of the 
right moves, 7ime Commando nonetheless 
manages to fall short of its potential. It has 
amazing rendered visuals, well-animated 
polygonal characters, and it mixes a story- 
based adventure game with a fighting game. 
It has an interesting premise, where the play- 
er travels to different time periods, fighting 
with the weapons of that period, to stop a 
computer virus. Why, then, does the game 
come across as sO average? 

Most of the problems stem from the mar- 
riage of two disparate genres. As an adven- 
ture game, there’s no character interaction, 
exploration or discovery, things which devel- 
oper Adeline’s previous game, the staggering- 
ly good Relentless, excelled at. The game is 
entirely linear, and the pre-rendered back- 
grounds scroll in one direction only. You can’t 
go back to any location; once you hit the 
magic spot on the screen, everything scrolls 
forward (never mind if you missed a weapons 
or other goodies). And those “cinematic cam- 
era angles” so popular in games like this 
often come at the expense of gameplay. 

The bigger problem is with the major part 
of the game: the fighting. The problem, and 
one that has been shared in all of Adeline’s 
titles, such as Relentless and 
Alone in the Dark, is that it’s sim- 
plified to the point of blandness. 
Almost inexcusable with the likes 
of a Crusader: No Regret out 
there as competition. There are a 
couple of attack moves, one 


Time Commando 












defense, and that’s about it. Until you get to 
the later worlds, where you get guns, the 
combat is excessively generic. Whether it’s a 
spear or an ax or a katana is often irrelevant; 
you just whack away. Exceptions exist, but 
most of these occur when you face off 
against the over-used, clichéd “boss” mon- 
sters at the end of each level. If you just 
received a fancy weapon which looks like it’d 
be fun to use, hold on to it; it’s probably 
mainly for the end bad guy. 

It’s as if the game couldn’t decide what it 
wanted to be and chose too much of a mid- 
dle position; it’s neither a good adventure 
nor a good fighting game. The design isn’t 
entirely without merit; it just doesn’t excel 
and, like most attempts at creating hybrid 
games, risks failing to appeal enough to fans 
of either genre. — Steve Bauman 


Marathon 2: Durandal 
Bungie Software 
Windows 95, Macintosh 
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Market conditions are changing. Macintosh- 
only companies are becoming endangered 
species. One of the most prominent game 
companies supporting the Apple machines, 
Bungie Software, has responded by convert- 
ing its Macintosh hit Marathon 2 for 
Windows 95 machines. The game is certainly 
competitive. Look, feel, and game play stack 
up pretty well to many established PC games. 
A Windows 95 3D first-person shooter, it uses 
DirectX 2.0 for maximum performance. The 
game features 16 bit color as an option, has 
realistic 3D physics, extensive multiplay 
options (though networking more than two 
players requires additional cost add-on serial 
numbers) and dishes out enough alien car- 
nage to satisfy the most jaded Doom addict. 
All in all, Marathon 2 isa 
competent product. It might be a 
year too late, however. Despite its 
sophistication, it isn’t terribly 
compelling. Even on a decent 


Marathon 2 


Pentium 133, it is slower and chunkier than 
Duke Nukem 3D, without that game’s seam- 
less, smooth action. The game is just as 
much a resource hog as Quake, without that 
game’s Gothic atmosphere and intuitive inter- 
face. And the payback for your investment is 
disappointing. Controls are customizable, but 
are just short of comfortable and intuitive. 











Hellbender (the shot on the right is from 
a version running the PCI Blaster 3D 
accelerator under Direct3D) 


The graphics are crisp and clear 
SVGA, but are also often cartoony; the alien 
enemies look more like drag queens than ter- 
rifying space beasties. And the oh-so-hip 
manual needs more proofreading and less 
Gen-X posturing. 

Basically, it’s a good 3D action game, but 
not an epochal event. Stiff hardware require- 
ments, quirky controls, and a lack of anything 
that’s really new for PC gamers makes this 
something less than the breakthrough game 
Bungie has promised. Still, it’s worth a look if 
you’ve got the horsepower. — Robert Mayer 


Hellbender 


Microsoft 
Windows 95 
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Hell hath no fury like gamers wronged by a 
3D game not up to the standards set by the 
competition. Developer Terminal Reality made 
their name with Terminal Velocity, which was 
then re-made for Windows 95 as Fury3. Both 
were pseudo flight-sim 3D shooters, with half- 
assed Descent-style indoor combat, but many 
action fans don’t hold them in high regard, 
with particular animosity reserved for Fury3 
(anti-Microsoft 
feelings come 
into play here, 
though sales 
figures say oth- 
erwise). Their 
latest game 
Hellbender is 
skewed even 
more toward 
Descent, with 
massive indoor 
levels allowing a load of hidden rooms, door 
puzzles and the usual complement of bad guys 
hiding around corners. It still falls short of that 
game, but it has enough interesting features to 
keep it from being a complete washout. 
Hellbender has a 3D engine which is more 
complex than the one in Fury3, causing a siz- 
able speed hit, but it now allows seamless 
switches from outdoor to indoor environ- 
ments. The objects in the game world are all 
modeled in 3D, and you can fly around and 
under many of the buildings. The game has 
support for Direct3D, so it’s pretty much a 
must-have purchase for those lucky enough to 
have a 3D accelerator. The visuals are quite 






good with a 3D card, less so without. The 
game also supports all forms of multiplayer 
connectivity, including Internet play. 

Sound is a weakness of the product, as 
even on a fast machine the sound effects often 
trail the on-screen action. The on-board com- 


puter, voiced by X-Files star Gillian Anderson, 
also grows repetitive with its constant “Radar 
destroyed. Target destroyed” (yes, you can 
grow tired of Anderson). 

The new features add a layer of complexity 
to the game, putting it somewhere above a 
shooter and below a full blown sci-fi flight sim. 
As you try to figure out the new power man- 
agement features, use headlights, cloaking and 
beacons, and lord knows what else, it starts to 
get a wee-bit complex (again, for a pure shoot- 
er). This, coupled with the sheer number of 
things to shoot, makes for an extremely diffi- 
cult game. Terminal Velocity was simpler, and 
in many ways more fun, because it had no pre- 
tensions beyond being a shooter. 

Overall, Hellbender is a schizophrenic prod- 
uct, one likely to polarize gamers. Those with 
fast machines and/or 3D accelerator cards are 
likely to derive some enjoyment from it, while 
those on the bottom end of the system require- 
ments will dislike it. It’s a bit tough to keep 
from straddling the fence on a judgment of the 
game, which is perhaps the clearest review one 
can give. It just not that inspirational — equally 
hard to love or hate.— Steve Bauman 


Return Fire 


GT Interactive 
Windows 95 
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Upon its release for the 3DO system, Return 
Fire achieved the status of instant classic, 
and with good reason. It was a simple, blast 
fest with the gleefully irreverent motto of 
“Destroy, Destroy, Destroy!” It had a two 
player split screen mode that helped make it 
one of the best two player games on the mar- 
ket. Having been released on the other con- 
soles, it would seem an ideal time for a 
Windows 95 makeover. 

Curiously enough, the only improvement 
over the two year old 3DO version is a print- 
ed manual. Return Fire is, for the uninitiated, 
a game of Capture the Flag. Pick from four 
vehicles (a tank, helicopter, jeep and an 
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With 20 new challenges from the Crusades to the Civil 
War, from Alexander the Great to an all-out alien invasion, 
Sid Meter’s Civilization II Scenarios delivers more worlds to 
conquer and more long nights! Jump right in at whatever 
point in time you choose! 
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Return Fire 


Armored Support Vehicle) 
and travel around a nicely 
rendered, isometric 3D 
battlefield where the cam- 
era angle changes smartly 
to match your movement. 
A fantastic Classical music 
score accompanies every 
situation, and everything 
you see can be blown 
away. With over 100 levels, there’s plenty of 
destroying to go around. But, even on a fast 
Pentium, the game runs poorly in high-reso- 
lution mode, though the low-resolution 
graphics aren’t too bad. Even worse than that, 
however, is the fact that the only multiplayer 
option for the game is that same two-player 
split screen. No modem, no network, no 
Internet options. This omission is almost too 
absurd to contemplate. The game doesn’t 
have a level editor either, which should also 
have been a given for a game of this sort, the 
menus are clunky, and the whole thing feels 
like a cheap, quickie port. 

Return Fire runs almost exclusively off the 
CD, and has enough of the mindless fun left 
in it to make it a worthwhile diversion for 
your desktop (as opposed to say, the 
Microsoft’s classic arcade packs), but, overall, 
this is a shoddy conversion of a once great 
game. — Jason D’Aprile 


Road Rash 


Electronic Arts 
Windows 95 
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It’s bikes and bad attitude. Race around a 
bunch of tracks with little regard for property, 
pedestrians, or public law officials (it’s bad 
enough to have a Beavis and Butt-head style 
“do not try this at home” disclaimer — as if). 
Show good sportsmanship by punching out 
your fellow bikers. It has real bands doing 
real rock music for background tunes (bands 
like Monster Magnet, Paw, and one you’ve 
actually heard of, the mighty Soundgarden). 
It has beautiful menus, with backgrounds of 
cartoon people vomiting and women of ill 
repute. Yes, folks, it’s the “alternative” game 
(ahem), and it does go well with a Big Slam 
of Mountain Dew (dude!). 

It’s Road Rash, the classic console game, 
finally on the PC. In Windows 95, no less. Even 
weirder, it was done by Papyrus, known for 


Road Rash 








such award-winning simulations as IndyCar 
Racing. This isn’t a simulation — far from it. It 
is, however, an incredibly good conversion, with 
network play being the main improvement. Of 
course, there’s the sharp high-resolution graph- 
ics the console versions could never have 
attempted (and neither will anyone with any- 
thing but the fastest PC). 

It was a great game for the Sega Genesis. 





It was a great game for the 3DO. It’s still a 
great game on the PC, though you'd think 
that five years later they could have added a 
few more features (more tracks would have 
been particularly nice). At least they’ve 
added some newer songs — supplementing 
Soundgarden’s two tracks from their 
Badmotorfinger record are two from their 
more recent Superunknown, “Kickstand” 
and the title track. They’re a great band. This 
is a great game.— Steve Bauman 


Williams Arcade Classics 


GT Interactive 
Windows 
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Sporting such hits as Defender, Defender II, 
Sinistar, Robotron 2084, Joust, Bubbles, the 
“nostalgia” fad has been joined by Williams 
Arcade Classics, a collection of six coin-op 
hits of the 80’s. So, is this game for you? Take 
this test, and find out: 








Do you have a yellow comb in the back of 
your pants pockets? And if so, does it say 
“Goody” on the handle? 
a. Yes/Yes? (-52) 
b. No/No? (0) 
c. No/Yes (Huh?) 
Name the Four Horsemen of the Apocalypse? 
a. Larry, Daryl, Daryl, I forget (-10) 
b. Inky, Binky, Pinky, and Clyde. (-62) 
c. Yes. (-2) 
Have you ever shelled out $5 for a movie 


Williams Arcade 
Classics 





just so you could 
play Tron in the 
theater lobby for 
the whole two 
hours? 

a. Yes (-80) 

b. Are you 
kidding? And miss 
Yentl in THX? (+50) 
“One of these things, is not like the other, 
One of these things, doesn't belong:” 

a. Objective: Carefully guide Swedish pro- 
tagonist through a series of catwalks 
ramping towards dastardly primate 
holding captive your fair-haired love 
interest. (+5) 

b. Objective: Dash through a maze of 
digestive organs feverishly searching for 
caplets of toxicity, to increase your sta- 
mina and face the deranged warlock 
known as “Dude.” (-12) 

c. Objective: See space rock. Shoot. See 
more space rocks. Shoot. See space rock 
hurt bad you. Put quarter in. Bye, quar- 
ter, bye. See space rock....(+20) 

If you were on an island with only one article 
of clothing, what would you trade it in for: 

a. “Does an island have three sides, or 
four? My decision hinges on it.” (+35) 

b. “A pong paddle. I wouldn’t be caught 
dead without it.” (-100) 

c. “A videotape of Yenil.” (+30 points, and 
quit taking this survey. You’re scary) 

How’d you do? 
-350 to -400: You cheated! I like that! 
-100 to -350: Definitely buy Williams 

Arcade Classics. 

0 to -100: Sorry. You'll probably never reach 
the pinnacle of lifelessness.— Tim Royal 


MegaRace 2 


Mindscape 
DOS 
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MegaRace sold a lot of copies (according to 
Mindscape, 1.5 million). Its success can be 
attributed to Mindscape’s legendary bundling 
skills, and to the fact it was an early CD-only 
game. It certainly wasn’t the gameplay, 
which was dreadful (borderline non-exis- 
tent). But it looked good. 

Its sequel, the cleverly named Megakace 2, 
is, like its prequel, a rail racing game, mean- 
ing the visuals are all pre-rendered and you 
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Bigger tires. 
Bigger competition. 
Bigger thrills. 
Bigger mid-spitting, 
bone~jarring, ground—pounding racing. 
This is Monster Truck Madness” 


Strap yourself into a 1,500-horsepower tower of American pig iron, punch it when the 


light turns green, and you're in for the biggest race of your life. Drag. Circuit. Rally. 
Race any way you want. At any level. Over any kind of terrain. On or off the track. You 
So go Go GO to 


wwwemicrosoft.com/games/monster/ 


for a free test drive. And see how you measure up. 


Micresoft 


Where do you want to go today?° Down & Dirty Racin g! 





©1996 Microsoft Corporation. All rights reserved. Microsoft and Where do you want to go today? are registered trademarks and Monster Truck Madness is a trademarks of Microsoft Corporation. 
©1996 Terminal Reality, Inc. All rights reserved. All other products and company names mentioned herein are the trademarks of their respective owners. 





can’t see the track from any angle (only the 
ones they choose for you). However, this is 
well hidden from the gamer, as you feel like 
you can go anywhere and can, in fact, drive 
the wrong way on the track. Also helping the 
illusion are the new polygonal vehicles, which 
























can be viewed from any angle (and the view 
changes depending on the whim of the graph- 
ic designers). The advantage to this technique 
is that the game is drop dead gorgeous. 

A big surprise is that the car physics feel 
pretty decent. Actually, considering the first 
game it’s surprising there are any physics at 
all, but four wheel drifts and understeer are 
actually modeled. Unfortunately, it looks 
like they cheated when it came to designing 
the opposing cars’ AI. Rather than make 
them drive well, they go faster than you do, 
and have armor like you wouldn’t believe. 
After you unload 20 rockets into one of the 
opponents, only to have them still running 
at the end, you'll be wishing you could see 
more Lance Boyle video. 

Ah, Lance Boyle. The best part of the orig- 
inal game was the slime that was Lance 
Boyle, who hosted the TV program called 
MegaRace, which served as the framework 
for the game. Resplendent in full-motion 
video, he was moderately enter- 
taining — a man who never met 
a cliché he couldn’t botch and 
whose wardrobe seemed tailor- 
made for the ‘70s revival. He 
proved popular enough for 
Mindscape to fill two CDs of 
MegaRace 2 with his inane and 
unfunny drivel. The dialogue is 
somewhere south of cringe- 
inducing, and the ditzy blonde- 
bombshell co-host is equally 


pathetic. They both seem embarrassed to be 

on screen, and for good reason. Let’s just say 
that this is one Boyle you’d pay top-dollar to 
have lanced. 

MegaRace 2 is another example of a 
moderately entertaining game, one which 
gives you a couple of hours of 
fun and then you move on to 
something more substantial. 
Once you’ve seen all of the 
tracks you'll never need to 
play the thing again, as there 
isn’t enough variety in the cars 
and weapons to make you 
want to try every possible 
combination. — Steve Bauman 


Kat BS Berg 
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MegaRace 2 


Assassin 2015 
Inscape 
Windows 95 


WWW 


When Inscape decided to do a 3D shooter, 
they could’ve followed the standard format 
laid out by Doom. Run around, pick-up 
power-ups, and kill tons of bad guys. They 
didn’t. Instead, they wrapped the gameplay 
around a fairly solid storyline. Nice touch. 
Unfortunately, once you get past the story- 
line, Assassin 2015 doesn’t 
have much else going for it. 
Other experiments, such as 
inserting short clips of ren- 
dered video footage into 
gameplay, fail miserably. The 
single weapon (you have an 


Assassin 2015 


energy rifle which also fires grenades... 
huh?) and lack of power-ups (there are 
none) mesh well with the story line, but 
don’t make for exciting gameplay. Instead of 
finding first aid kits, your shield is replen- 
ished continually, at a slow rate. The enemies 
are so brain-dead you can go into a room, 
blast a few of them, step back a pace or two 
to get out of their range, wait for your 
shields to regenerate, then walk back in and 
finish them off. Aside from some flying 
drones, enemies never come after you. This 
has the curious effect of making tiny flying 
drones more dangerous than massive 
RoboCop-style walking ‘bots. 

Worst of all is the length of the game. On 
the default (medium) difficul- 
ty level, I played through the 
game in about three hours. 
Yup, start to finish in three 
hours. This also helps the 
story line hold together, but 
if you’d just spent $40-$50 
for the game... The game is 
made even easier by an 
accomplice who tells you 
which path to take through 
the levels. If you find this 
game in the bargain bin for 
$10.00, it might be fun for a 
few hours. But at full price, 
stay far away. — Peter Smith 


Deadly Tide 


Microsoft 
Windows 95 


We 


Consider this one a hot-looking stocking 
stuffer for the non-dedicated gamer in the 
family who doesn’t mind a little electronic 
target practice against aliens underwater for 
relaxation Sunday mornings. Animated and 
orchestrated by people who obviously have 
professional special effects movie back- 
grounds, the game also plays well as a game 
almost despite its cutting-edge rendered style. 
Sure, it’s basically a shooting gallery game, 


like The Hive (the design team’s first effort) 
and Rebel Assault IT; but that’s all right, if 
you like that sort of thing. It’s a great shoot- 
ing gallery game. In many parts, you even 
have full, 360-degree control of your motion, 
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a first for this kind of design. 

The ongoing story for the non-stop action 
is basically in the style of the combat scenes 
from Independence Day (the movie), only 
this time done underwater in dark, brooding 
environments, with you as solo hero. It does- 
n’t take too much effort to feel like you really 
are playing such a movie interactively, since 
there’s enough attention paid to the pacing 
of play to keep you interested all the way 
through the game’s four CD-ROMs, and the 
“film” is high enough in quality to be sheer 
pleasure just to watch (the soundtrack is 
awesome in Dolby Pro Logic mode, too). 

The only catch here is that you’ll want to 
see all the fantastic rendered stuff; so you'll 
want to play at easy level; so you'll get 
through the game pretty quickly (except, per- 
haps, for the later scenes past the attack on 
the alien motherships). If you’re not easily 
frustrated, play this thing at Normal or even 
Hard levels, and enjoy the earlier scenarios 
over and over again. There’s plenty to see, 
and it goes by pretty quickly. Don’t expect 
too much in the way of complicated gaming, 
and you'll have a blast. — Steve Wartofsky 


Monster Truck Madness 
Microsoft 
Windows 95 


as 
Monster truckers do it in the mud. Or, as 
Monster Truck Madness redneck racetrack 
announcer Army Armstrong might bellow, 
“Bigfoot is doing it in the air!”. Geez, I’m 
tired of hearing him say that. 

But what I haven’t grown tired of is 
Microsoft’s first escapade into this strangely 
compelling sport. That’s not to say I won't 
tire of it soon; it’s not a particularly deep 
game, but hoowee, it’s shore been fun so far, 
Bubba! [Spoken like a true Canadian. -ed.| 

For those not familiar with this very pecu- 
liar type of vehicle, a monster truck is basi- 
cally a regular pick-up body jammed with an 
oversize power train. The resulting contrap- 
tion is then painted with flames or skulls or 
‘Merican flags or something then elevated 
into the ionosphere by bizarro suspension 
and gargantuan tires. 

The idea is to pilot this mutant beast 
through a variety of real life and not-so-real- 
life courses in an effort to bump and grind and 


bounce your way to victo- 
ry. Game designers have 
tried to convey the impres- 
sion you're sitting ten feet 
off the ground in an 
understeering top heavy 
beast, and they’ve been 
successful, meaning this 
could be considered the 
first-ever truck simulation. 


Deadly Tide 


Yeah, sure. This baby’s got enough quick 
action thrills to dispel that notion in no time. 
First, you'll select a truck, it doesn’t seem to 
matter what you pick, they’re all big and 
bulky. But they are, graphically anyway, rep- 
resentations of the real thing - Carolina 
Crusher, Gravedigger, and of course, the 
grand-daddy of them all, Bigfoot. 

There’s three levels of competition, with 
the toughest, Pro, featuring the most realis- 
tic (read: wild!) ride and the meanest dri- 
vers this side of the Mason-Dixon Line. The 
small Garage facility is next, a layman’s 
paradise where you'll go to adjust gear 
transfer points, tread depth, and suspension 
stiffness - just enough stuff to prepare your 
rig for the huge scope of 
racing environments. 

You'll have the choice of 
indoor drag races (subdi- 
vided into short one-way 
drags, and “J’ drags, the 
kind with a turn in the 
middle), longer outdoor cir- 
cuits over hill and dale, 


Bn Bi he Bt ah De 


time-consuming rallies, or 
tournaments combining ele- 
ments of all three. Why heck, 
Zeke, you can even custom 
design your own tournament 
ifn you got the gumption. 
I fell in love with the “J’ 

style drags, probably because 


















it’s a form of racing that’s never been 
explored on computer. In “Pro”, these trucks 
go through an extremely touchy staging 
process and are endowed with hairtrigger 
acceleration that makes them very hard to 
control as they blast through the indoor 
course and over those very crushable cars. 
Needless to say, I’ve experienced my fair 
share of DQ’s. 

Once you're out there, it’s quite literally a 
blast — a true 3-D world with all sorts of ele- 
vation changes, and eminently removable 
trees, boulders, cacti, fenceposts and detour 
signs. When your peers aren’t trying to exter- 
minate you, that super-loose yet probably 
realistic driving model might just do it on its 
own. It’s pretty common to find yourself side- 
ways, upside down, or way off course where 
a helicopter can be signaled to retrieve you. 

Monster Truck Madness can be a bit visu- 
ally awkward at times, with big chunks of 
landscape floating about as you lie prone 
waiting to be righted, but generally it’s a 
good look. Splash through a river, grab some 
big time air, hurtle though desert and 
cityscape, or ram a truck without sustaining 
the slightest damage. Sometimes you'll feel as 
if there’s an arcade buffer between you and 
the roadway and you can brake and acceler- 
ate in mid-air, but hey, this isn’t really a sim. 

When you get bored with the in-cockpit 
view, simply toggle through several exterior 
perspectives, something you can do with even 
more aplomb in the impressive replay. Then, 
when you’ve got the time, you can get a little 
of the history and flavor behind this phenom- 
ena through video, text, and still photos. 

Music is grunge de jour, and a “Hall of 
Fame” is ready to keep track of top scores. 
The program also features some neat 
graphic modifica- 
tions so the much 
cleaner SVGA will 
run quite comfort- 
ably even on a 
“lowly” P90. 

Monster Truck 
Madness — a down 
’n dirty hell-raiser. 
With really big 
tires, that is. — 
Gordon Goble 


Monster Truck Madness 
(3D accelerated version left and below) 
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A Flight-Sim for Novices and Aces Alike 
Beneath the animated, exoskeleton of Banzai Bug 
beats the heart of a joystick-wrenching, pheromone- 
pumping, action-packed flight-sim. Designed for all of 
you gamers with better things to do than memorize a STUTs Ss e)alole) (om aleliil- la i-le\4 63-1 4(2) Wav Pool O nm ica ae lei me) milicial’ 
tech manual the size of a calculus book, Banzai Bug 
weaves a humorous story-line and wise-cracking 
dialogue seamlessly into the aerial action. Lead Banzai 
rol a= Milli-1(e)amceMe|s\ (a tal mel0\-o e)alole)(om al ltit-|aime)el me)i 
the house forever. Banzai Bug will be flying off your 
local software retailer’s shelf beginning this October. 





GROLIER INTERACTIVE INC. 


Scores of ground-based and (203) 797-3530 
Banzai Bug! is a trademark of Grolier Interactive Inc. GRAVITY dele) fal mi elelei( a3 http://www.grolier.com 
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Questions? 410-933-9191 Orders only: 800-211-6504 
fe) Me) col-lmellc-leo Mice iiMell Mm eRTICR TAC elhiieimee) 
TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050 


™ 


Actual PC Graphics 








© Copyright 1995, 1996 TalonSoft Inc. 











Road to Nowhere 
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Inscape’s Creatures takes the virtual pet concept to a new level 


push,” said one of my colleagues. 

Knowing he had neither a wife 
nor partner in Lamaze, I wished, as always, 
that he had exercised a bit more discretion 
before broadcasting the details of his love 
life throughout the office corridors. But 
knowing that this behavior was par, I said, 
“Oh, really?” (one eyebrow raised), “Did you 
push back?” 

”No, but sometimes I spanked her...”. 
Before he began telling me things I really 
didn’t want to hear, I deftly changed the sub- 
ject. “S0...8% 01]. 
would have had 
to have been pret- 
ty careless to 
leave those 
bloody socks 
lying around, 
don’tcha think?” 
(cleverly taking 
advantage of a 
much-publicized 
civil suit). 

“But she likes 
the tickling 


y | 4 i ast night I taught Babette how to 


better...” q 
haere [(1)Theh hl . ble Gi 
e hatchlings resemble Gizmo 
about ois from Gremlins [2] The second egg 
Braves? Quite a from the right hatched into Plinka, 
season, eh?” a feisty and willful girl-Norn 


“But then she 
didn’t learn 
enough stuff so I 


dumped her.” 
“You slime!” I 
had had enough. 
“You really oughtta try it.” 
“Try what?” 
“Creatures.” 


I felt like a jerk. Of course I had heard of 
Inscape’s life sim, it just happened to cross 
his desk before crossing mine, but one thing 
was certain — I had to have a Babette of my 
own. However, when the Creatures beta final- 
ly arrived (not much later), it turns out it’s 
nearly impossible to ever have a Babette; and 
that’s the beauty of the concept. Every 
Creature is unique — like you and me and 
Tippi Hedron. 

Creatures is a simulation which uses 
Artificial Life (A-Life) technology to allow the 
player, er, owner, actually, to raise and tend 
unique beings from an egg-state until death. 
Developed by England-based Millennium 
Interactive, Creatures makes use of a propri- 
etary CyberLife technology which allows 
these silicon life forms to react and behave 
just like real life. They have produced a sort 


(3) The Science Kit monitors brain 
activity [4] Charts in the Health Kit 
monitor comfort parameters 

[5] X-ray the skeletal structure, and 
monitor temperature 


of “digital DNA.” 

What’s different about this sim’s approach 
to AI is that the model is based not on behav- 
ioral data, but on biological data about the 
structure of genes and chromosomes and the 
general characteristics of organisms. Using 
this information, a simplified model was con- 
structed which 
would allow for 
the breeding and 
combination of 
individual sets, 
production of a 


genome, and for the cutting, duplication and 
mutation of gene structures. This biological 
background allows for a bottom-up, object- 
oriented design, which produces and devel- 
ops the creatures according to the environ- 
ment provided by the game and of course by 
us, the owners. None of the behavior has 
been specifically programmed. The creatures 
make their own choices and learn from their 
mistakes. They will grow, react, interact, 
learn, hopefully breed, and unfortunately, 
also die...which brings me to the guilt factor. 
Unlike a neglected PF. Magic Petz creation 
(virtual Dogz or Catz), an unfed Norn (the 
Creature species) will starve to death. 
Actually, a Norn will die after about forty 
(real-time) hours in any case, as it is their 
average life span. 

Initially you receive six eggs of predeter- 
mined sex and an admonition not to hatch 
them all at once. Your goal as overseer is to 
breed Norns through successive generations. 
Baby Norns are curious and playful, and 
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must be taught actions and language skills. 
One Norn with skills will be able to teach 
others, so multi-Norndom is preferable. After 
a few hours, they become adolescents, and 
eventually develop an interest in Norns of the 
opposite sex. Breeding occurs, and after a 
gestation period of ten minutes a new hatch- 
ling appears, and “It’s a boy!” trin- 
kets may be passed around to all 
your friends. When one them dies, 
you'll be able to open the Health Kit 
to determine the cause of death; the 
Funeral Kit provides a means to 
memorialize your favorite departed. 
The Creatures are importable 
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and 
exportable 
— send your 
studliest 
Norn to a 
friend with 

fertility problems, then reclaim him 
and perhaps his first born male hatch- 
ling; or visit the Internet to gain access 
to new objects, Creature products and on- 
line help. 

Stats, of course, are continually generated 
in the areas of the internal, biochemical and 
hormonal states of your Creatures. Any time 
the program is running, you can see their 
heart rates, how hungry, tired or bored they 
are. You can trace through their changing 
system levels in real time, graphing any of 
the dozens of characteristics which allow 
these Norns to “live.” Rarely do we see such 
sophisticated science applied to home enter- 
tainment products. 

Hopefully curiosity has you in its grasp by 
now — you really have to see this product to 
appreciate it. Whatever your preferred brand 
of entertainment, you will probably find 
something to love about Creatures. 
Meanwhile, I’ll see if I can get Babette resur- 
rected and borrow her. She can teach 
Malvolio how to push. @ 
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The Holy Grail of 
adventure games 








FIRST-PERSON ——_—_—_— 
PERSPECTIVE, | 

COMBAT AND)” a 
360° REAL-TIME — MINDSCAPE” 
SCROLLING. , www.mindscape.com 
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Boots of Re 


Normality addenda and Anvil antics 


ore tales about the dragon who thought 
he was Bogart. 


The Maltese Dragon 

When your partner is killed you have to do 
something about it. Maybe she wasn’t much 
good and maybe you didn’t like her much, 
but that doesn’t matter. She was your partner, 
and you have to do something about it. 

But, what could I do? Beata wasn’t mur- 
dered. There was no crime to solve. Just a 
wanton flaunting of the rules. I warned her 
about the sign: 
“No Humming 
Allowed,” but she 
hummed, anyway. 
I warned her, but 
she kept hum- 
ming until the 
cave collapsed. 
Now she was 
buried in rubble. 

There was only 
one more thing I 
could do. I stood 
over the rubble 
and lit up a 
Lucky. I smoked 
it. Then I flipped 
the butt on her 
grave and whis- 
pered, ”So long, 
sweetheart.” 
And flew 
away. 


Hot & 
Not 
Wizardry 
Gold and 
The 
Pandora 
Directive 
were hot 
in August 
and early 
September. However, judging by the high 
number of messages about Daggerfall (Elder 
Scrolls IT) and Lighthouse before release 
they'll be the hottest role-playing and adven- 
ture games in late September and October. 
Civilization IT continues to be the hottest 


strategy game for the umpteenth month, now. 


Normality addenda 
Some tips not in the walkthrough for this 
entertaining adventure game. 

Those of you who don’t enter the 
Forensics lab in Normality end up in the 
Blue Pens as Norm Troopers. To save Saul, 
go to the Staff Lounge and take the notice 























and printout from the bulletin board. Enter 
the Zoom Control room. Look down in order 
to see and operate the floor buttons. The 
default position of the buttons is up. The 
default position of the lever is 0. The notice 
and printout are simple code instructions 
for setting the buttons and lever (u = up, d 
= down, the lever can be set to 0, 1 or 2). 
Flush the three bugs you find in the 
Zoom Control room. There is a third code 
sheet in the trash bin. Setting this one will 
knock Kent to the floor, where he can find a 


Clockwise from top left: 
Get the bug, use the 
floor buttons in 
Normality; 
Anvil: The Guardian 
knows the Amber 
Dragon’s secret name; 
Free the Baboon King; 
This is one sick root 
‘ (Yechhh!); The Trader has 
3 several useful items 


fourth bug, 

and another code sheet which opens the 
bureau in the Staff Lounge. The code in the 
bureau allows Saul to escape and Kent to 
use the elevator. 


Anvil of Dawn (part four) 
One of the best role playing games of last year. 


Up the Elder Tree 
Take the north stairs out of the Underground 
City. Use the trumpet of Earthen Quake at the 
big rock to enter The Land of Roots. 

Go to the east teleporter. It takes you to 
one of several floors in the Elder Tree. On 


by Andy Backer 


the fourth there is a pressure plate. The 
Earthen Rot Spell is inside a chest behind a 
wall here. The Tree Spirit gives you the 
Hallowed Staff of Elder Wood, needed to heal 
the seven blackened roots in the Land of 
Roots. Take the staff in hand for a 100% ben- 
efit in healing yourself. 

Exchange the Shell for Iron-root armor 
when you find it. It decreases the cost of 
casting earth spells (Iron Fist of Chaos) by 
50%. The Guardian (disguised as a purple 
stone) knows the secret name of the 
Amber Dragon of Earthen Light. Find the 
ruby shard and then take the west teleport 
to the dragon’s domain. Place the ruby 
shard in the hole, take the stasis jar, and 
call out the name. Gather the dragon’s 
tears with the stasis jar. Return to the 
Underground City and take the west stairs. 
The Barrier is straight ahead. On the way 
(in the ruined building) trade with the 
Trader. lanmyrth is available for a chat for 
those not playing that particular character. 


Crossing 
the | 
Barrier 
Develop 
magic skills 
by frequent- 
ly casting 
Iron Fist. 
Avoid bat- 
tling the 
Baboons 
and find a chest 
with a mummified 
hand in the north- 
west quadrant. 
Then explore the 
hall south of the 
central spinner 
and use the hand 
to rescue the 
Baboon King. One 
of the King’s trea- 
sures is the Spring 
Equinox Disc. 

Place magic stone blocks on the pressure 
plates in all four corners of the Barrier. The 
way to the southwest corner is through a 
secret door and a series of teleports. Once 
the corner plates are weighted down, open 
the four ivory key doors and push the but- 
tons behind them. They open the doors to 
the west exit. 


Later, baby 

More next month. In the meantime write to 
Unca at 71202,3451 on CompuServe or 
71202.3451@compuserve.com. m 
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Lead your tribe from one 


discovery to the next, out of 


the Stone Age and into the 





Space Age. e 
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Now you have gunpowder, 


soon powered flight, and not 





before too long you'll be out 


in space. 


AUNCH A NATION 





And do it all as you've never 


. 









done it before, In a real, 3-D 
* 


world. Play Destiny. The fate 


of mankind lies in your hands. 


A | 





Real time and turn-based play 


Multiplayer local area 
network or modem play 
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Coming Soon - Destiny on-line! 





Developed by Dagger Interactive Technologies Ltd 


Look for the Destiny Demo on our website! www.imagicgames.com 


| PO Box 13451 Research Triangle Park, NC 27709 = To order direct: 888-746-2442 
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KIDS 10 ADULTS 











Journey through five SGI-rendered; 
faithfully recreated 3D environments 
and unravel the secrets of Easter 
Island, Egypt. Atlantis and the 
Mayan and Anasazi worlds. 





Embark on a compelling. puzzle- 
solving adventure with stunning 
full-screens photo-realistic, ray 
traced graphics as you travel 
through time and space. 
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Enjoy over 40 hours of challenging 
gameplay with multiple endings as 
you attempt to reach your ultimate 
destination..-Atlantis- 


GENT CIVUAPATIONS. THE LINK TO ATLANTIS 
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Free demo disk 
www-eim-gte-com 
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he bottom line is that Daggerfall is 

the best CRPG of the year, period. Is it 

perfect? No, it’s a flawed masterpiece; 
but know that its negatives do not keep it 
from being a great game. We're talking 
about a ten percent deduction here, folks; 
only a half of a star. 

Bethesda concentrated on developing bet- 
ter game play, not eye candy, and some 
gamers are already complaining about the 
graphics being VGA. Since the graphics are 
far superior to those in Arena (where the 
walls would pixelate at the slightest glance) 
I’m not deducting any points for that. I liked 
Exile in spite of its primitive graphics; I can 
certainly forgive Daggerfall with its excellent 
graphics for not being SVGA. 

However, a half of a star is deducted 
because there are still several bugs (alas) that 
there will probably be a patch for by the time 
you read this. The bugs are mostly minor, but 
they shouldn’t be there. 

Daggerfall is a swords and sorcery type 
CRPG, where a single player character is devel- 
oped to higher and higher levels. The levels 
are achieved only through a combination of 
monster hacking, guild training and skill 
development. A character only advances to the 
third level, for example, after s/he’s improved 
15 total points in all of the primary, two of the 
major and the first of the minor skills. 

Many different kinds of quests are avail- 
able. Some come from talking to individuals 
in towns. Others are given by Guilds. A major 
story-line quest is available, but to complete 
it and win the game, the gamer’s personal 
character has be at least level fourteen. The 
first stage of the story (meeting Lady 
Brisenna) does not require any particular 
level, but accepting quests from royalty after 
that does. It’s best to be at least fifth level 
before attempting to do so. 

Some quests are impossible for low level 
characters to fulfill. The most rewarding 
crypts in Daggerfall province are The Crypts 
of Yeomhouse and Copperston. They feature 
a few low level monsters, and restock mon- 
sters and treasures every time you leave. 
Good for building character. 

The game is based on Bethesda’s spectacu- 
lar new Xngine™ technology, which allows 
unrestricted 3D view and movement. You can 
look up, down and all around. Often, you 
can go to where you look; climb on top of 
roofs, or city walls. You can’t climb up lad- 
ders, by the way. You have to grab them. You 
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can also swim and walk underwater, with the 
right spells. 

Xngine also changes what’s possible with 
the auto-map. Dungeon maps have never 
looked this good. You can spin the 3D mod- 
els of the dungeons you find, move them up, 
down, left and right. You can even look at 
them from top down. 

The game encompasses a topographical 
landscape twice the size of Britain, with mul- 
titudes of towns, fortresses, villages, grave- 
yards, crypts, vaults, dungeons, caves, castles, 
homes, highlands, lowlands, rivers, cliffs, 
sand dunes, swamps, underwater and even 
different dimensions to explore. 

Some of the dungeons are so huge I’ve 
had doubts about ever getting out of them. 
With the recall spell, however, claustropho- 
bia isn’t necessarily a fatal disease. 
Daggerfall is such a detailed and gigantic 
game it can take hundreds of hours to fath- 
om its depths (one beta tester claims tongue- 
in-cheek that s/he’s not sure any of the 
testers ever finished playing it). 

Your character can accumulate immense 
wealth (safely exchanged for letters of credit 
from banks). With it s/he can buy carts, 
houses and even ships, which can be used to 
store treasure. 

Seventy-eight standard spells are offered 
initially in the game, and a Spell Maker 
(available in any Mage’s Guild to even a 
Novice member) allows a character to create 
even more variations. If your PC isn’t a magic 
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Clockwise from left: Pretty, buxom women 
will talk to you, even when it’s snowing; 
Skeleton warriors are the toughest mon- 
sters to kill in the starter dungeon; The red 
arrow lets you know where you are on the 
3D automap; Press the “w” key, select a 
province (it reddens) and type the name of 
where you wish to go in the “find” box 





user you can buy (and find) magic items, and 
potions which cast spells. 

After you think you’ve discovered every- 
thing about the game, try daedra summoning. 
Since the daedra will send you on quests to 
find the best artifacts in the game, they’re well 
worth the thirty to forty-five percent chance 
you have of successfully summoning them. 

Talk about being completely free to deter- 
mine who and what you will be, where to go, 
and what to do! Daggerfall boggles the mind 
with that kind of freedom. It begins with the 
character generator. Eighteen standard char- 
acter types are available, and you can choose 
to customize almost infinitely. 

It’s easiest to get through the game with a 
Battlemage; it’s almost impossible with a 
mere Thief, but you’re free to give it a try. 

After the starter dungeon, go to the major 
city of the province you're in (the on-line 
tutorial will tell you how and where) and 
cash in your treasure and join all of the 
guilds available. If you’ve picked the Archer’s 
pocket sufficiently (stuck behind the horse- 
shoe shaped table in the starter dungeon), 
you can even join the Thieves’ Guild. 

One columnist recently said he thought 
true role-playing-games were dead; on the 
contrary, Daggerfall proves they are exhila- 
ratingly alive and well. Not only may 
Daggerfall be the best CRPG of the year, it 
just may be the best CRPG of all time — at 
least, until the next flawed masterpiece is 
released. Heh-heh. —Andy Backer 
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4A ello. Me Willie. Me Willie 

Trombone. These disks tell a 

story. Story about good. Story 
about bad. These disks are all that 
are left of the True Story of the clos- 
ing of the Third Age. Willie know 
that once you know this truth then 
you know what to do.” These ele- 
gant words begin a small saga — a 
saga because its essence is as huge 
and timeless as infinity, and small 
because its simplicity allows one to 
see the truth purely, through almost 
childlike eyes. 

The Neverhood is about good and 
evil, it is about creation and benevo- 
lence, about greed and patience, lone- 
liness — about the human condition. 
Don’t let this scare you. There is 
nothing heavy handed about this game...it 
is simply imbued with heart. When the 
time came to summon up a game rating, 
five stars leapt from keyboard to page. 
“Whoa!” said I, “Five stars mean that there 
is nothing wrong with a product...there 
must be something worth a half-star 
deduction.” But although I tried, I found 
nothing at all about which to complain; I’Il 
try to tell you why. 

First of all, the game is unique in almost 
every way. The designers present a warped 
and quirky world, The Neverhood, which is 
done completely in clay-animation (why have 
we not seen this before? Probably because no 
one had the patience to effect it). The protag- 
onist whom the player controls is called 
Klaymen — the Everyman of The Neverhood 
who could have descended from a family tree 
containing Gumby, Duckman and Earthworm 
Jim. This is not surprising, since the lead 
designer, Doug TenNapel, is also the creator 
of Earthworm Jim. His talents are not wasted 
here. The animation is absolutely fantastic 
from A to Z — from bipedal navigation to cut- 
scene. Every scene is a treat for the senses...I 
only wish we had an available smell-o-vision 
emulator, triggering fond memories of Play- 
Doh and kitchen tables. When the cursor is 
idle for awhile, Klaymen does some extreme- 
ly peculiar things like pulling both his arms 
back and forth through his torso, or yanking 
his head off and looking at himself with it. I 
laughed out loud a /ot. 

The musical score and sound effects are, in a 
word, brilliant; a mix of Dixieland-jazzy, alter- 
native-jazzy, anything-you-can-think-of-jazzy, 
bluesy, tonal/atonal concoctions you'll just have 
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He Willie. Willie Trombone [2! Our hero 
flees from the the tentacled terror 
Sunday in the Clayscape quad with 
Klaymen [4] Tick-like creature spews 
ichor...or is it caramel? [5] A boxing glove 
on the door does wonders with those 
unwanted salespeople 


to hear for yourself. The sound effects 
are the ultimate enhancement; hear- 
ing the main character stomp about 
gives new meaning to the phrase “feet 
of clay” (have I exhausted my superla- 
tives yet? I hope not). 

The gameplay is a perfectly bal- 
anced blend of puzzles, with mixed difficulty 
levels and mostly intuitive solutions. 
Standalone 7th Guest-type solvables are pre- 
sent, but the puzzles requiring actions in 
multiple locations unify the game world like 
nothing else can. In fact, the game’s greatest 
strength is the harmonious union of all of 
its elements, audio, video, storyline and puz- 
zles, into a very tightly knit product. A game- 
world this fully realized has to be the result 
of a design group that was either masterfully 
orchestrated, or exceptionally team-oriented 
(or both). Included are over 60 puzzles, 
audio and visual clues, a large variety of fan- 
ciful locations, bunches of big clay buttons, 
telepods, video machines, weapons and a 
mushroom for the digestively challenged. 

Should you become stuck, a hint system is 
available, and is one of the best ever; just trav- 
el to the beginning location and you'll find a 
pit containing a roll of toilet tissue and a 
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wastebasket. Rip off a sheet and a very subtle 
hint will be revealed. Apparently our narrator, 
Willie Trombone (who resembles a deranged 
Christmas tree ornament) is master of the 
Charmin, and leaves a new hint whenever the 
game deems you have futzed around long 
enough. Trying for more hints in the same ses- 
sion rewards you with a barrage of amusing 
nonsense from the pen of Willie. The hint- 
addicted will be hard pressed to OD here, as 
it’s usually a loooong way to travel for a par- 
ticularly low-key hint. But if you get frustrated 
enough, at least you know it’s there. 

Take an ambitious design team willing to 
take risks (and each of which is probably a 
touch bent), add a bevy of ridiculous charac- 
ters and three tons of clay. Mix well...and 
you'll find The Neverhood. If you don’t play 
another adventure game this year, play this 
one. It’s a touch of clay that’s good for the 
soul. —Cindy Yans 
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Ancient mysteries abound on this damp, 
squishy ball we call Earth. There are things 
even the sharpest minds can’t begin to com- 
prehend, much less explain. Is there life on 
Mars? Are those circles in the corn fields of 
Nebraska more than just the effects of ram- 
pant bovine flatulence? Is a refund in order 
if, after a Happy Meal has been consumed, 
one feels no cheer? 

Answers to those questions, and more, 
won’t be found in GTE Entertainment’s 
Timelapse: Ancient Civilizations. What will 
be found is a well conceived, challenging 
venture into ages past, exploring the worlds 
of four distinct civilizations. 

Playing the typical role of the “friend who 
stayed home,” you’re summoned to Easter 
Island after a cryptic plea from your archaeo- 
logically disturbed friend. Apparently, he’s 
been hanging around the ‘hood a bit too 
long, and subsequently becomes trapped 
after making a mysterious discovery. 

Stepping into each of the five worlds will 
reveal painstakingly detailed lands to 
explore. The SGI-rendered backdrops are 
breathtaking; each distinct 
era showcases the art and 
fascinating customs of its 
prospective age. The design- 
ers rendered each one con- 
vincingly, so as to be easily 
recognized. One will know 
Egypt by the Nile River, as 
sure as the Mayan temple 
won’t be confused for a two 
TimeLapse 


car garage. 

Entwined within the Timelapse world are 
over 40 puzzles, all with varying degrees of dif- 
ficulty. Most deal with visual memorization, 
although some involve the logical ordering of 
tasks. Other than a particularly sad sequence 
involving a crocodile needing chiropractic help, 
and a spear which appears to tickle while it 
incises, the puzzles mesh well with the game’s 
pace and visual style. 

In a thoughtful gesture, a camera is 
included within the game. With so many of 
the challenges relying on memorization skills 
and a merit badge in hieroglyphics, it’s well 

















































































te 
tant locations. It’s up to the player to decide 
which clues are worth the film. 

Yet another fantastic addition is the 
extended use of GTE’s web site, which is not 
just a shameless plug for their line-up. Well, 
okay, it is a shameless plug for their line-up, 
but continue to search deeper into the site. 
What you'll find are links to legitimate infor- 
mation on the Mayans, Egyptians, Anasazi, 
and even Atlantis. Though not an original 
approach (Spycraft adopted this idea earlier 
in the year,) it’s a fantastic resource in con- 
junction with the game. 

Just as Quake and Unreal will beg to be 
run on 3D accelerated machines, games like 
Timelapse will beg to be run with the rich- 
ness of higher color modes. It’s tragic to 
imagine the beauty grasped in the game’s 
renderings being watered down to a fraction 
of its original quality and color depth. 

Extensive wandering periods occur at sev- 
eral points throughout the game. While it’s 
nice to flutter around aimlessly on occasion, 
there’s a fine line between tenacity and tedi- 
um which shouldn’t be crossed. This game 
takes the lover’s leap across that chasm with 
too reckless abandon. 

Oddly, the plausibility of the game world is 
shattered 
unceremo- 
niously 
upon first 
contact 
with the 
friend who 
summoned 
you. If you 
anticipate 
the stereo- 
typical 
archaeolo- 
gist from 
Jurassic 
Park, or the scholarly-like souls most often 
used to depict members of the scientific field, 
then welcome to the ‘90s. Apparently, the new 
breed of science major looks an awful lot like 
Captain sans Tenille. A velociraptor wouldn’t 
get within 20 feet of this guy before succumb- 
ing to the effects of polyester poison. 

Quibbles aside, this game is a major 
entrance into a corner of the gaming market 
that’s a veritable wellspring of activity. It cap- 
tures the imagination with an enveloping 
story, and some sophisticated and thought- 
provoking puzzles which will challenge for 
hours, though perhaps not the estimated 40 
hours of game play GTE suggests. 

So does it rank up with the best? Can it 
topple the highest pinnacle, where resides 
the greatest CD-ROM game of all time? You 
know which one it is. Even if you haven’t 
played it, you know someone who has. It’s a 
close race, that much I’ll confess. But in the 
end, Timelapse, as good a game as it is, 
“Myst it by that much.” —Tim Royal 















































Is a long winter looming ahead? Is your carpal 
tunnel under control and your mouse 
ergonomically designed? Do you have the 
patience of a saint and the single minded stick- 
to-it-iveness of a worker ant? Are you willing to 
shell out extra dollars for strategy guides? Is 
your tolerance for frustration greater than that 
of the paparazzi lurking outside Barbra 
Streisand’s estate? Is the Pope Catholic? If you 
have answered yes to all of these, then perhaps 
you should pick up Lighthouse, Sierra’s answer 
to the Myst generation. 

The story is the usual stuff of which 
adventures are made. You are a writer recent- 
ly relocated to an area on the Oregon coast. 
Your neighbor, Dr. Krick, inhabits a renovat- 
ed lighthouse nearby. Upon arriving home 
one day, you find messages on your answer- 
ing machine: 1) your mother, offering moth- 
erly chatter; 2) your publisher, nastily threat- 
ening your livelihood if you don’t get off 
your !&* and produce a piece of your 
writer’s-block-bottled manuscript; 3) Dr. 
Krick, who has apparently left his infant 
daughter Amanda alone in the house for 
obscure reasons (oblivious to the fact that 
you might be vacationing in Morocco), sum- 
moning you to rush over to baby-sit. 

Ignoring your impulse to call Child 
Services to report the Doctor’s unorthodox 
behavior, you collect every inventory item 
available and speed on over to the light- 
house. This being an adventure game, of 
course you can’t get in. But this tiny hurdle 
is easily overcome, and you arrive just in 
time to see baby Amanda whisked through a 
strange portal (into what you eventually dis- 
cover is a parallel universe) by an impossibly 
thin humanoid creature. Ignoring your next 
impulse, which is to assemble a group of 
psychiatrists and psychologists who will be 
able to trauma-counsel the poor infant for 
the next twenty years after her ordeal, you 
are confronted with your first major decision: 
do you throw caution to the winds and step 
through to The Other Side? Or do you stick 
around to explore the lighthouse for some 
information? Either choice will ultimately 
lead you through the portal into a quest to 
find and save not only Amanda, but Dr. Krick 
as well, and into one of the toughest adven- 
tures you’re likely to encounter. 

The experience is in many ways extremely 
Myst-like, with multiple locations between 
which to travel, each with strange and mysteri- 
ous devices, machines and vehicles to construct 
or repair; with strange and eerie ambient 
sound, wind and music — and usually nary a 
clue as to exactly “what you are supposed to do 
with that?” In fact, at almost every turn I 
shrieked helplessly to myself, “What am I sup- 
posed to do with that?” (not unlike a first sexual 
experience). 
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Napoleon had a bnilliant strategic mind. 
Imagine what he could have done with a body like this. 
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The first ever REAL TIME AD&D® strategy game. 
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You have command of up to 30 unique characters. been before. 


Of armies brought to life with stunning animations, And it definitely isn’t Waterloo. 
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Lighthouse 


Above-aver- 
age graphics in 
fully modeled 
3D portray a 
highly complex 
world which is 
a pixel-picker’s 
paradise. I bestow upon this game the Biggest 
Cursor of 1996 Award. It is not only the 
biggest, but the least intelligent cursor of late, 
and I, a true mon-proponent of intelligent cur- 
sors, would have killed for one in this instance 
— not early on, necessarily, but only after what 
seemed like a million hours of here-a-click- 
there-a-click-everywhere-a-click-click. It is a 
game where missing “the” pixel (or two) is 
extremely easy to do. 

Some of the game’s big pluses are its non- 
linearity and the availability of multiple solu- 
tions to problems. There are also several end- 
ings, each of which one should try to see (if 
one ever gets that far). Unlike Myst, there are 
other characters with which to interact or 
combat — interesting ones, at that. Liryl in 
the Temple of Ancient Machines is particular- 
ly beguiling, and the Fortress gargoyle-look- 
ing monster nearly drove me insane. In fact, 
the entire experience nearly drove me insane. 
And this, I would say, is the game’s biggest 
problem. Even those who like their puzzles 
difficult will experience many hours of frus- 
tration. Why? Simply because just about 
everything is completely non-intuitive. 
(Beware The Official Strategy Guide which is 
peppered with misleading inconsistencies.) 
There is so much trial-and-error activity, so 
much seemingly aimless wandering that 
none but the diehards will be intrigued for 
very long. “Why am I doing this to myself?”, 
you will tend to shout. And the happy, crazy 
diehards will answer, “Because it’s there,” 
and the rest of you will say, “I simply don’t 
know,” and go to the mall, or start to rebuild 
your carburetor or write a sequel to Crime 
and Punishment or something. 

I recommend Lighthouse only to those 
who did real soul-searching during the 
opening-paragraph’s questions and 
answered a true “yes” to each (unless the 
Pope has converted). The ultimate goal — 
rescue through the defeat of The Dark 
Being — may or may not be worth the trou- 
ble. In fact, the group of psychiatrists and 
psychologists that I have assembled for 
post-game-trauma-counseling certainly have 
their work cut out for them. —Cindy Yans 
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What is it about the Order of Knights 
Templar that’s exciting the adventure gaming 
fraternity of late? Is it the Armani robes 
emblazoned with red crosses? Is everyone 
reading Umberto Eco all of a sudden? Maybe 
it’s the religious fervor over raping and pil- 
laging in distant pagan lands? We’ve already 
had I-Motion’s Knight’s Cross, and are due to 
receive Virgin Intertactive’s Circle of Blood 
pretty soon; both contain plots whose inte- 
gral components involve these aforemen- 
tioned Knights. Now, a third contender wades 
into the fray. Lock up your chastity belt and 
put that coven to the torch, as Mindscape 
presents its latest nocturnal (er ... Knightly) 
epic, Azrael’s Tear. 

The game is set in the early 21st 
Century. After a year of massive tectonic 
upheavals, the seas have diminished, 
and new land masses have emerged 
from the waves, complete with ancient 
ruins teeming with priceless artifacts 





Azrael’s Tear 


and treasures. The archaeologists of yore 
have been replaced by raptors — greedy, 
sniveling thieves armed with hi-tech gear and 
an appetite for wealth. As one of these social- 
ly challenged individuals, you will venture 
forth into the ruins of Aeternis in Northern 
Scotland. Your quest? To locate the long 
sought-after Holy Grail, rumored to be con- 
cealed within the ancient bastion of the 
Knights Templar. 

As you venture forth through the dark, 
cobweb-filled corridors and chambers, you'll 
soon discover that things do not bode well 
within. Other raptors are also aware of the 
potential prize, and are already rummaging 
throughout Aeternis’ environs. Some 800- 
year-old Templars also seem to be living 
within the ruins; obviously high-fiber diets 
and celibacy do benefit one’s health! These 
folk are not too pleased to have visitors, and 
aren’t opposed to the use of excessive vio- 
lence to curtail their activities. They also have 
a wide range of dinosaur pets lurking 
throughout the area. Why they are present is 


















not immediately apparent; my guess is that 
they keep the rodent population down, thus 
avoiding that huge performance hit when 
refreshing your PC screen. 

While the initial plot may not be the most 
original, it deepens rapidly as the adventure 
progresses. The ancient pages from the diary 
of Tobias, conversations with ghosts from the 
past, how you deal with the ancient 
guardians, all such things blend together to 
give this game a pace which keeps you hack- 
ing away at your keyboard. 

The first person 3D engine adds to the 
game’s plausibility, as you move smoothly 
through room after texture-mapped room. 
Those of you fearing the gratuitous addition 
of imps and cacodemons can relax. Very little 
3D combat is involved, and the little there is 
involves your taking aim at foes apparently 
doped to the eyeballs, giving you plenty of 
time to make that shot whilst simultaneously 
writing the requisite obituary. Though the 
inhabitants aren’t exercises in graphical clari- 
ty, they’re cer- 
tainly recog- 
nizable. If 
you’d been 
buried under- 
ground for a 
millennium or 
so, you'd prob- 
ably be in 
need of a good 
facial yourself. 

To the 
designers’ 
credit, some 
solid research on the Knights 
Templar is evident in this work. 
Hugues de Payens (the leader of the 
order), the persecution at the hands 
of the nobility in the 14th Century, 
the Byzantine intrigue in...well 
Byzantium are all touched upon by 
the author, and provide a solid back- 
ground for the game. 

Those of you patiently awaiting the puzzle 
performance profile can perspire no more. 
The puzzles won't have you racking your 
cerebral cortex for hours on end; each can be 
solved logically, with the aid of the various 
knickknacks to be found throughout the 
ruins. There are a couple of “find the micro- 
scopic hotspot” teasers, and there’s also a 
water re-direction puzzle which may take all 
of 15 minutes to solve, but the majority of 
conundrums are well within most gamers’ 
abilities. The game offers reams of parchment 
scraps to collect and read; gamers are 
advised to take a long pointy stick to them, 
to alleviate back pain. 

Overall, Azrael’s Tear is a worthy addition 
to any RPG/adventurer’s collection. It’s been 
a long time since I sank my teeth into an 
RPG; this game makes me wonder why it’s 
taken me so long to return to the fold. 
Fasten your MS-2 helmet firmly to your 
head and stride boldly forth into the realms 
of Aeternis; you’ll enjoy every moment of 
the experience. —Phil Thé 
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The Lost Files of Sherlock Holmes: 
The Case of the Rose Tattoo 


Electronic Arts 
DOS, Windows 











Don that sleuthing cap, and keep your pipe 
well lit. Set forth on a journey into the foggy 
cobbled streets of London. You'll need every 
advantage; every possible shred of ingenuity; 
and a lot of deductive skill in order to complete 
The Lost Files of Sherlock Holmes, an exciting 
new adventure game from Electronic Arts. 

Set in the classic world of the great Arthur 
Conan Doyle, Sherlock Holmes throws you 
right onto a vaporous trail of intrigue, mur- 
der, and scandal. It begins with Sherlock’s 
own brother being injured in a strange explo- 
sion at his residence. Now it’s up to you, as 
Dr. Watson, to convince the mighty “Sherly” 
that something more than excessive bean dip 
consumption is to blame. 

Throughout the game, a fantastic collec- 
tion of scenery sets the artistic tone. 
Though it would never stand trial for being 
“state of the art,” the hand-drawn images 
which comprise the gameworld really bring 
the settings to life. 

The character animations are superb. The 
first time you see Dr. Watson remov- 
ing his coat and hat, plopping down 


Sherlock Holmes 


on an easy chair, and thumbing through a 
newspaper, you'll have to stop yourself from 
trying to channel surf your monitor. 

One of the neatest features in the game is 
the travel map, which spans the entire game 
world. In more intricate detail than some 
Waldo books, this panoramic map is truly 
London in miniature, carefully rendered in 
an accurate and colorful replica. 

A huge cast of characters await your pry- 
ing eyes (and lips) throughout the course of 
the game. Each one is carefully scripted to 
match their speech and actions to their 
demeanor and station in life. While some of 
the characters will offer information freely, 
most will be tight-lipped until persuaded 
with, shall we say, “intellectual bludgeoning.” 

Sherlock Holmes is not a game you can 
finish over Key and Trumpets, er.., Tea and 
Crumpets. It will take hours to peruse all the 
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scenes, and only the sharpest of minds will 
solve some of these puzzles quickly. Yet, con- 
sidering the extent the mysteries are interwo- 
ven with each other, it’s surprising how per- 
sistently contextual and relevant the solutions 
remain to the story. 

Beyond the fanfare, however, Sherlock 
Holmes fails on several points. First, the com- 
mon trap of linearity is ever-present. Too, too 
many times, you'll be bounced back and 
forth between characters like a Christmas 
fruitcake, not because it’s pertinent to your 
quest, but simply because the story line dic- 
tates it. Annoyance with the game peaks 
when a solution is painfully clear, but well 
out of reach while you comb the streets for 
that special someone you need to talk to, one 
more time. 

Having the ability to skip past an anima- 
tion or sequence is strangely absent. It’s also 
a much needed addition, particularly when 
your on-screen character already walks like 
an Egyptian... a dead Egyptian. At the very 
least, an escape mechanism should be stan- 
dard on all “1995 or later models....” 

A noticeably glaring nuance during the 
game occurs when the on-screen characters 
interact with you. During questioning, the 
animation quality of that character fades to a 
cyclic twitching and contorting. A typical first 
reaction upon observing this disturbing 
behavior will 
probably be 
to find a wal- 
let to place in 
the offending 
character’s 
mouth. 
Follow-up 
reactions 
will 
inevitably 
vary from chuckles to scheduled eye 
appointments. 

Notwithstanding its shortcomings, 
there’s a certain twisted appeal to the 
pompous, chivalrous era depicted in 
Sherlock Holmes. And despite its over- 
all somber tone, there’s an occasional 
chuckle or two to be had over the 
exploits of some of the more colorful charac- 
ters. In particular, the charge nurse at a cer- 
tain hospice can whip up a mean batch of 
humble pie. 

It’s only fair to give a warning that this 
game is very deep, both in its prose and its 
predicaments. If the phrase “Periodic Table of 
Elements” conjures up the mental image of a 
fast food condiment bar, then spend your 
money renewing that Highlights for Children 
subscription instead. 

It doesn’t take great deduction skills to 
conclude that Sherlock Holmes is a great 
game. The established characters of Sherlock 
and Dr. Watson set the stage. A believable 
and original mystery plot dims the spotlights. 
And a series of sophisticated puzzles (that 
don’t stand out like a mosh pit at a Yanni 
concert) raises the curtains on a game which 
screams, “Showtime!” —7im Royal 
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Heat-ser kina missiles. 

Notion tracker. 

_ Methods of Destruction: 
| NO LIMITS 


Ground Combat. Rampage 
by Jeep. 
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Mummy: Tomb of the Pharaoh 
Interplay 








Windows, Macintosh 





Last year Interplay and Amazing Media 
released Frankenstein: Through the Eyes of 
the Monster. Though overlooked, 
Frankenstein was one of the better Myst 
wannabes, and actually added to the genre 
by being one of the first adventure games 
to add believable, interactive FMV charac- 
ters to its photo-realistic graphics. It was 
also innovative because it placed the player 
dead center, in the role of one of pop 
mythology’s best-known monsters. Mummy 
is Interplay’s follow-up, and although it’s 
solidly entertaining, the game lacks the 
originality of its predecessor. 

Interplay and Amazing Media opted this 
time around to have the player assume the 
more mundane role of corporate trouble 
shooter. As Michael Cameron, the player is 
sent off to Egypt to discover why the progress 
of a mining project has stalled, and to facili- 
tate its return to production. Arriving, you 
find the trouble is that Egyptian artifacts 
have been discovered, which suggests the 
project could be on the verge of violating an 
ancient burial site. The assigned Eygptologist 
required by the government is threatening to 
shut down the operation; she’s also conve- 
niently an ex-flame of yours. Shortly there- 
after, people start dying. All in good 
mummy-movie tradition. 

Stuart Davenport, Malcolm McDowell’s 
character, heads the mining operation. 


Mummy: Tomb of the Pharoah 


McDowell does his usual outstanding job at 
being a contemptuous foil to the player. It 
won't take much exploring, either, to discover 
that Tolwyn..er..Davenport is hiding dark, 
ambitious motives. The voice-over for 
Cameron’s character sounds suspiciously 
enough like Mark Hamill in tone and inflec- 
tion that I was reaching for the manual to 
check acting credits, but it wasn’t him. The 
remaining performances by the cast are ade- 
quate...and forgettable. 

The game’s interface is identical to 
Frankenstein; somehow, it is comforting to 
see the same disembodied hand serving as 
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the game’s cursor. Active areas on the screen 
are identified by the hand-cursor’s displaying 
a grabbing motion when passed over a hot 
spot. Items are manipulated with the simple 
point-and-click responses which are now 
standard with adventure games. 

The Egyptian desert and ancient burial 
tombs are fertile subjects, which promise 
gorgeous graphics, and on this score 
Mummy does not disappoint. The effect is 
almost like being on an Indiana Jones set, 
when you do finally reach the ancient areas 
in the game. One disappointment, however, 
is that different areas are inconsistently ren- 
dered. One step in the camp may cover ten 
feet, while another nearby covers a hundred 
and fifty feet. It’s also frustrating not to be 
able to walk around a small building fully, 
simply because the additional scenes 
required were not implemented. The FMV of 
the characters is integrated with the back- 
grounds in a more streamlined fashion than 
with the game’s predecessor. 

The audio is managed appropriately 
throughout the game. The different musical 
themes are varied, and are fitting for the 
game situations. The distant sound of slow, 
shuffling steps getting closer will have the 
player glancing nervously around the 
room. Apparently, the game uses a limited 
number of audio channels, since one sound 
effect will often be cut short if another has 
been triggered. 


One of Frankenstein’s strengths was that 
the puzzles were logically integrated into 






the game. Mummy 
continues this 
virtue. The gather- 
ing of various tools 
and repairing acts 
of sabotage which 
make up the first 
half of the game 
are believable and 
well executed. The 
maze running, one of the more frustrating 
aspects of Frankenstein, is still present. An 
improvement, on the other hand, is that the 
player can now map within the game. 

It would seem that Interplay has followed 
the current formula for success perfectly: a 
well-known actor delivering witty and cutting 
remarks, great photo-realistic graphics which 
provide the illusion of 3D, and the player 
cast in the role of ethical investigator. Yet it’s 
this very reliance on formula which keeps 


Mummy trom really standing out in a genre 


that’s currently crowded with mediocre prod- 
uct. —Chuck Klimushyn 
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Class6 Interactive 
Windows 95 











“Class6 Interactive,” you say? “Never heard of 
‘em.” Well, neither had I...until their first title 
crossed my desk awhile ago. Creature Crunch 
is a point and click adventure which takes the 
player through the crazy mansion of the dia- 
bolical Dr. Drod, whose passion it is to turn 
household objects into creatures. Our hero 
Wesley is turned into a Half Creature/Half 
Boy, and with the help of Brian, a disembod- 
ied brain in a jar who was once a King Great 
Pizza delivery person, he must explore the 
mansion, seeking objects which will ultimate- 
ly help them regain their human forms and 
get Wesley home in time for dinner (meatloaf 
again). Fair enough. 

Creature Crunch is one of those 
absolutely middle-of-the-road products, 
with the good, the bad and the ugly in a 
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delicate balance. The 
high points include 
absolutely fantastic car- 
toon animation, with 
terrific characters and 
inanimate objects 
which are somehow alive. Almost everything 
can be clicked on, and whether or not an 
item is important to the ultimate quest, it 
will almost always do something 
fanciful...kind of a cross between Monty 
Python's Complete Waste of Time and Putt 
Putt Saves the Zoo. It’s hard to say who the 
target audience is, but all-age appeal is obvi- 
ous in all the visuals. Kudos to the artists. 
Another couple of high points are the 
voice talents of Martin Short and Eugene 
Levy. How did a start-up company find such 
a duo? Nepotism (but you didn’t hear that 
here). Short and Levy have a history of hilar- 
ity, and do an acceptable job of bringing the 
game’s comic world to life. The gags should 
bring a chuckle to most about half the time. 
On the downside, the gameplay is severely 
lacking. Puzzles are very simple, and the 
game world is extremely small — just a few 
rooms in the confines of the mansion. Serious 
adventurers will want to pass on this game, 
but it may be an entertaining beginner experi- 
ence for new or especially young players. 
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Exile: Escape from the Pit 





If you have money to fritter, the graphics 
alone might be worth the ticket price; if not, 
well, just be sure to keep an eye out for the 
future of Class6 — methinks there’s some real 
talent there. —Cindy Yans 


Exile: Escape from the Pit 


Fantasoft, LLC and SpiderWeb Software 
Windows 











So its graphics are a throwback to Ultima IV. 
The choice was deliberate. Jeff Vogel, its creator, 
thinks that the Ultima IV era was the golden 
age for fantasy role-playing, and deliberately set 
out to create a similar fantasy role-playing 
game, with little flash but lots of substance. 
Exile began as shareware, produced and 
published by SpiderWeb Software. It was one 
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of the year’s best shareware 
games. The commercial version 
is now on CD (at the same 
price), all dressed up with some 
new graphics. They’re a bit pret- 
tier than in the shareware ver- 
sion, but not fancy by any 
means. These are graphics you 
can introduce safely to mother. 

From the top of its head to 
the tip of its toes, the game shows a lot of 
class. Creating a party of six is simple using 
the game’s marvelous character creator, the 
combat is neither too hot nor cold, and the 
movable auto-map is the game’s design cen- 
ter piece! 

Unfortunately, Exile is probably not avail- 
able at your local software store (Fantasoft is 
working on that ), so you'll just have to call 
Fantasoft at 608-222-8468 to order a copy — 
and can order the hint book while you're at 
it. You'll have questions the on-line hints 
can’t answer. 

Personally, I found the game quite addict- 
ing, and think it deserves four stars just for 
size and content, but because some innocents 
may be put off by its primitive graphics, I’m 
knocking off a half star. CRPG veterans des- 
perately hungry for good, old fashioned fan- 
tasy role-playing games are advised to pay no 
attention to the critic behind the curtain 
holding out the three and a half star placard. 
He isn't really the great and terrible Oz; Exile 
deserves four. —-Andy Backer 
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by Andy Backer 





The Pandora Directive 


Part Two- You picked the wrong PI to screw with again, pal 


Day Six: South by Southeast 
flew to Roswell, but worried about Archie 
so flew back and warned him about the 
NSA stakeout. Jf Tex doesn’t warn Archie, 


When checking out of 
a store, erase the mag- 
Ysvecemaele(Mlimelce(-lmilels 





Jackson Cross shoots Archie at the end of 
Day Six. 

Back at Roswell, I found a security card that 
opened the underground complex door Un 
Game Players mode Tex has to combine hole 
punches and hole punched paper to get the 
code for the door). 

The laser field diagram I found gave me the 
code (alpha) to input into the laser field control 
box. I drew four lines (clicking on squares 5,13, 
4, 1,11) and crossed to the other side of the 
laser field where I found a coil of wire. 

I stripped it with the wire stripper I found 
in the padlocked shed. I repaired the tower’s 
broken wire and turned on the alarm. The 
bunker door opened and I found some dyna- 
mite under a trap door. I combined it with the 
fuse I found on top of a box outside and some 
matches. I placed the dynamite on the door at 
the end of the tunnel and then ran back out- 
side through the laser field before it exploded. 
Then I opened the door at the end of the tun- 
nel and promptly passed out. 


Day Seven: Shadows in the Dark 

I woke up and found a CD and CD player in 
the dorm. Seems there was an alien entity that 
fed on energy that wiped out the place. No 
doubt it was still there. I found the containment 
device in the dorm and combined it with the 
containment scrap to open it. 

Then I went to the mess hall and found a 
pot and an ice pick. | punched a hole in a bar- 
rel of diesel fuel, filled up the pot and heated it, 
found spark plugs, fueled the generator, primed 
the pump three times, inserted the spark plugs 
and pressed the on button. 

I left the room, came back when the genera- 
tor stopped and used the open containment 
chamber on the entity. 

There was a security card on the floor in the 
room behind the dormitory. I combined duct 
tape, a pool cue and a dart to make a spear 
and got the sucker. 

I found an abductor in the rec room, and 
using the security card was able to take the ele- 
vator to the second level and enter the war 
room. Inside I found the remote control for the 
abductor. I combined the Robco battery pac 
with the abductor and remote control. I used 
the weight pole on a ventilation shaft fan and 
placed the abductor inside (turn it around to 
explore). Using the abductor I was able to 
retrieve a Phillips head screwdriver, a coil of 
hose and a red security badge (there is also a 
vial of acid available in Game Players mode). 
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The red badge opened the elevator to the 
third level. I had to disable an elevator bomb 
and dump it down the waste disposal unit 
before punching the button for three. 

I found a storage room with a tank of 
acetylene which I combined with the oxygen 
tank, hose, torch and torch-tip I found on 
level one. I also found a striker to light the 
torch. I used the acetylene kit to get into the 
100-200 store room. 

I used the computer to enter the item num- 
ber (186) and the access code (7AC). Behind 
some sliding glass doors I found the power cell 
(in Game Players mode the acid vial will open 
the lock on the glass doors), and flew home. 
Archie called from Bermuda! Heh-heh. 


Day Eight: A Message from the Dead 
Lucia and Chelsea left messages. I called Lucia 
and she faxed me the anagram solutions to 
Malloy’s disc. I used “merge the four rare cases 
to see maps” and it worked. 

I now had Witt’s phone number, but I need- 
ed his address. I picked up a Robco call tracer 
at the Electronic Shop before calling Witt. I 
claimed I was his son, and other such nonsense 
(B, A, B, C, C, C, C, C) until I got his address. 

He had a four color alarm system in his 
apartment. I found three of the colors on the 
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ground floor, behind the African mask, a floor 
lamp, and above the fireplace (needed a 
bamboo pole for that one). I rode the eleva- 
tor up to his bedroom and found the last one 
behind a plant. 

Picked up some tweezers, some notes on 
how to open a puzzle box and a photo with 
some numbers on the back (77, 61, 44 and 
26). I used the bamboo pole to get the wall 
plaque while I was upstairs. 

Downstairs I found a Mayan calendar book 
and a culture book, both of which I used to 
determine Mayan dates and numbers. Turned 
off the fire by pressing a diamond shaped but- 
ton behind a plant. Used the tweezers to get a 
packet in the fireplace. A copper key was in the 
packet. It fit nicely into the belly of the corner 
statue, bringing up a tile puzzle I finished in a 
hurry. I just used the numbers on the back of 
the photo and translated them to Mayan. 

The noise of a wall moving brought my 
attention to an opening behind the bookcase 
where Witt’s puzzle box was hidden. It 
opened after I set the dials (8 September, 4 
Ahau ; 20 May, 10 Chuen; 17 April, 3 Muluc; 
12 July, 11 Men). The pieces of the boxes 
now started to combine. The last one con- 
tained some extra onyx pieces that obviously 
belonged to another box. But where was it? 
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On a hunch I went back to the Garden 
House and found a package on 
Malloy’s bed. 

Yep, it was a puzzle box that had 
been returned to Malloy. The onyx 
pieces fit into the puzzle box, the lighter 
colors on top and darkest on the bottom 
left corner. Luckily the pieces seemed to 
snap together or I might never have 
figured out this jigsaw. 

As soon as it was open I combined 
the unit inside with the Pandora Device 
and the Power Cell. Then I went back to 
the office and events rapidly fell into place 
with little effort on my part. I did have to turn 
down an offer Regan made in my bedroom. 


Day Nine: A Black Sun Ascending 

All I had to do was get through the Temple. The 
first room (the Snake Chamber) held pieces to a 
clay map (and a blank papyrus scroll) that | 
mostly found by crawling on my belly. One 
piece was up high, very high, but I got it and 
put the map together on the stone altar. The 
doors to a maze opened. The various doors 
from the Snake Chamber led to different parts 
of a maze that contained items I needed. 

I explored the maze by left-walling it. Most of 
the items were laying by a decomposing body 
in the Stars door maze. A broken spectacle lens 
proved useful in cutting the hemp cord tying a 
spear to a statue I found elsewhere. The 
kerosene from a lamp was needed to soak a 
handkerchief and wrap around that spear. It 
was also useful in soaking the hemp and mak- 
ing a fuse. The gun held some bullets that | 
used my jackknife pliers on for the gunpowder. 
The gunpowder and fuse combined with the 
ceremonial cup. 

I found a primitive hammer and several 
knives. After I found the hammer I entered the 
Bird Chamber (I think I found it behind the Sun 
door). There I pounded the pairs of crystals that 
emitted the same sound until all the crystals dis- 
appeared and the Stars door in this chamber 
opened. I opened the Wasp Chamber door and 
subdued the wasp with my spear torch (lit of 
course). I pieced together the three Mayan 
kings, who were in the same order as represent- 
ed on the wall panels. Matching the colors of 


their headdresses and booties was tricky. 

This opened another door to a part of the 
maze that contained the remaining daggers I 
needed to enter the Dagger Chamber. The col- 
ors were red, silver, white, and gold. Earlier, I 
had already exchanged a pawn ticket for a 
black dagger. In the Dagger Chamber I solved 
the puzzle of the daggers (click and drag the 
daggers to insert them and then let go). The 
order of the symbols on the daggers from right 
























x et al in the Spaceship look like 
they’re in a scene from Star Wars 


Jackson and Regan get a good 
look at the ship’s “treasure” 
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bottom to 
top left was 
sacrifice, 
stars, moon, 
sun and 
black sun 
(the same 
order as on 
the wall 
totem). Now 
the door 
behind the 
three legged monolith was open and led to the 
Pentagon chamber. 

In Entertainment mode opening the 
Pentagon Chamber door sends Tex falling 
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immediately down a trap to the Ascension 
Chamber. In Game Players, Tex has to solve a 
movable symbol puzzle in the Ascension 
Chamber to open the trap: snake tail points up, 
pentagon points right, face is upside down, 
dagger points to right and birds point to left. 
Earlier, there is also a fireball hall added con- 
taining the hazards of floor pits and fireballs. 
It is best negotiated by crouching low and look- 
ing down slightly. Go towards the right and try 
exiting each door until successful. One of the 
four doors on the other side always opens. 

The Ascension Chamber had a statue that 
needed to be pulled down and broken into 
pieces small enough to weight down the corner 
stones. There was a rope in Regan’s backpack 
and with her help I was able to topple the stat- 
ue. The bowl of gunpowder worked nicely in 
breaking things up. 

Events moved automatically after that until I 
was faced with flying the ship. The order of 


Chelsea's date on Lombard Street 


symbol pressing was black sun, then North, cir- 
cle, red; East, cross, orange; South, triangle, yel- 
low and finally West, square, green. 

The rest was all a blur, except that Regan 
and Jackson got a good look at their “treasure,” 
and I ended up on Lombard Street with Chelsea 
dating a Holo. 


Mission Street 

The most difficult path to find in the game is the 
“A” path or “Mission Street.” It’s the path with the 
ending in which Tex ends up with Chelsea. 

The path begins in the first conversation 
with Chelsea at her newsstand. Tex must select 
the conversation options ABC, and then slyly 
arrange a date with her but playing down the 
date aspects. 

There are other conditions Tex must fulfill in 
order to stay on Mission Street. He must find 
and return Nilo’s wallet (on the street, almost in 
front of the Ritz) and mail the orphanage 
money he finds near the mailbox. He must offer 
Louis money and pay him the two hundred he 
owes. He must pay Zack back immediately 
when he enters the Electronic Shop. Have Tex 
select the options that give Clint business even 
though Clint has nothing in stock. Have him 
pay Rook back the three hundred he owes him 
immediately. Other “good guy” points are avail- 
able when Tex immediately 
introduces himself to Lucia and 
warning Archie. Tex only needs 
ten of fifteen available points. 
To find out how many path 
points Tex has at any time press 
the letters J, K and Y. 

When Tex apologizes to 
‘praia Chelsea at the end of Day Two, 
Pemeeeei, § he must select the conversation 

uma §=Ootions BABC. Doing so triggers 
his going to the Flamingo alone 
and Day Three opening with 
Chelsea visiting him at his 
apartment. During this scene he 
must not slam Chelsea and he must be interest- 
ed in love. Tex may end up a bit frustrated by 
the scene but he does get a promise of better 
things to come. 

Chelsea also is much more flirtatious and 
affectionate in her vidphone calls throughout 
the game on this path, and even catches him 
at home at one point. The Mission Street end- 
ing is the best of the seven possible endings to 
the game, and is well worth replaying the 
game to see. 

The other endings are easier to find. Tex just 
needs to be amoral and selfish to various 
degrees. Some choices lead to Emily’s death. = 
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ADVENTU 





Albion 


hints & tips 


Iskai my baby or Iskai ain't? 


The Spaceship: gathering 
rosebuds while you may 

our alter ego on the spaceship Toronto 

is Tom, who begins the adventure in 

his cabin. Your duty is to pilot a shuttle 
to a nearby planet; you are soon called on to 
do so. Ignore the calls. Don’t worry. The shut- 
tle will wait for you. It’s very important that 
you explore the ship and gather supplies first. 

The most difficult thing to do in the 
Toronto is to explore the Com room and 
retrieve a gun and some 
ammunition. The room 
is too well guarded. 
There is another 
entrance, though. Your 
friend, Joe (southwest of 
the Com room), knows 
the access code which 
opens the door to a lad- 
der, which takes you 
down to the floor below, 
where there is another 
ladder up. 

Wall and floor switch- 
es open most of the 
doors below; otherwise, 
just follow the robots. 
Pay attention to the 
location of an empty 
cabinet. Go up the lad- 
der and examine the ruined equipment in the 
Com room to find the gun. Then go below 
and hide it in the cabinet. Go back to the 
Com room and exit through the guarded 
door. The guards won’t be happy, but when 
they search you, they won’t find the gun, 
either, so they’ll have to let you go. And, of 
course, you can then go back to the cabinet 
and get the gun. Tricky stuff, eh? 

More supplies are present in cabinets 
throughout the ship. Pay attention only to 
the cabinets you can manipulate. 


Bungling in the jungle 

Your shuttle crashes into a jungle island of 
the nearby planet. You and a scientist named 
Rainer get out unharmed, but when the shut- 
tle blows up you lose consciousness. You 
awaken to find you are being taken care of 
by a friendly cat-like people, the Iskai. 

They call their island Nakicidaani and 
their city Jarannar. The clan taking care of 
you lives inside a locked building in the city. 
Explore the entire building, taking whatever 
you can find from various chests (nice way to 
treat your hosts, eh? Oh well...). Don’t forget 
the food and gold in the bottom of the 
chests. Talk to everyone. Your conversations 
will eventually get you a key which unlocks 

















the building’s exit, as well as a door to the 
basement. Explore the basement first. It has 
several chests full of gold and supplies. You 
can also find your watch, and then activate it 
to know what time it is. 


Make sure you are armed with the gun 
and ammunition before you explore the base- 
ment; also make sure Rainer has a knife. 
Without the weapons you wouldn’t survive 
your first battle with the creatures who break 
into the storage area. Use the stim drinks to 
revive any damaged party members, but the 
green healing potions are better, and actually 
heal up to a fourth of the damage. The blue 
potions heal all damage. 

There’s a pick-ax in the basement. After 
the creatures break in, a cave-in blocks the 


by Andy Backer 


Tom passes the guards in front of 
the Com room on his way to talk to Joe 
Tom hides the gun from the Com 

room in the cabinet [3] The Iskai city 
Jiranaar on the island Nacakicidaani 
A map view of Jiranaar [5 Deep in the 
jungles of Nacakicidaani is the hidden 
entrance to the old Former building 
(note the arrow) 
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passage. You need the pick- 
ax to dig your way out and 
back to the ground floor. 

You can now leave the 
Clan building. Jaanis, the 
ruler of Nakicidaani, sum- 
mons you for a conversa- 
tion. Obey the summons. 
You are invited to a festival 
taking place in two days; 
meanwhile, you are free to 
explore Jarannar, find the 
shops, buy a compass, and 
train with the Battle 
Trainer. During your explorations, make sure 
you find the city gates. It’s safe to rest just 
outside the gates, but it’s not safe to go any 
further into the jungle. You can also go back 
to the Clan building when you get tired, but 
you'll have to unlock the door first. 





A pretty little murder 

During the festival, while you watch, a per- 
son enters and kills an Iskai, and then 
escapes. You are assigned to solve the mur- 
der; an Iskai by the name of Drirr joins your 
party. Drirr is very helpful, especially in bat- 
tles. He can wield a knife with his tail as 
well as with his paw. Drirr also offers good 
advice, so make sure you talk to him every 
now and then. 
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Meanwhile, back in the jungle 

With Drirr in your party, you can now hunt in 
the jungle. Arm and train everyone the best 
you can before you go. There’s a bow and 
some arrows in a chest inside the northwest 
guild. Give them to Drirr. Once you start 
hunting, only a finite number of prey will be 
found. The jungle will restock itself only after 
you spend a sleeping period in the city. This 
is important, because your objective is to kill 
as many critters as you can, and then to sell 
the loot (keeping in reserve a stock of meat ) 
to buy more training and better armor. 


A story about a traveling salesman 

An Armor Shop can be found in the northeast 
corner of the city, and a Mixed Goods shop in 
the southeast corner. It’s possible to steal 
goods off the nearest tables behind their 
counters. Rabir, dressed in an orange loin 
cloth, hangs out outside of the Armor Shop. 
He offers good prices for Krondir body parts. 
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A map view inside the old Former build- 
ing [2] The green thing blocking the pas- 
sage is friendly if Drirr isthe leader ofthe _ 
party [3] Now that Sira is a member of your [| 
party, spend some time gathering Triifalai 
seeds and Krondir Trii to sell [4) And you 
sail off in a painted ship upon a painted 
ocean [5] A new island to be explored 


What the well dressed Iskai 

are wearing this season 

It’s a matter of personal preference how you 
dress your party. There’s a tradeoff no matter 
how you dress. The most expensive armor 
and weapons increase protection, but cut 
back on how much weight can be carried and 
on individual fighting skills. 

Here’s how my party was dressed just 
before they sailed. Drirr wore Iskai Metal 
Plate and a Metal cap. He wielded a Big 
Iskai Shield, Big Iskai Sword and Big Iskai 
Dagger. Tom wore Studded Leather and 
Studded Cap (oh, my). He wielded a Sword 
and Round Shield. Rainer wore Chain Mail 
and a Studded Cap. He wielded a Round 
Shield and Decorative Sword. You haven’t 
met her yet, but Sira (also an Iskai) wore 
Iskai Chest Plate ,a Metal Cap and a Gold 
Ring which increased protection. She wield- 
ed a special Stiletto (increasing combat 
skills), a Small Iskai Shield and an Iskai 
Knife. 
They all 
had bows 
and 
arrows. 


Formerly the former 

Stock up on arrows, torches and healing 
potions, and head directly out of town. Talk 
to the Iskai herding “cattle” just outside the 
gates, for directions to the old Former build- 
ing. Cross a bridge to the west; go north and 
east around a lake, and then cross another 
bridge to the west. The dungeon is just north 
of the bridge after you cross. 

Drop your torch to deactivate the flower 
traps, and feed meat to the floor critters with 
the big mouths. Make Drirr the leader of your 
party at this point. Do not kill the big green 
thing. That’s the spirit of Argim. He’ll move 
aside after Drirr tells him you are chasing a 
murderer. There’s a dagger in the pile of 
bones. It’s evidence! Ask Drirr about it and 
take it to Frill, the Historian in the council 
building. He’ll identify who it belongs to. 
Take it to the mage’s guild, and show it to the 
guilty party in a final confrontation. 


Training Sira, attribute boosts, 

and final goodbyes 

At this point Sira, a mage, joins your party. 
She needs to get up to level fifteen before 
you leave the island, and have learned all 
the spells available to 
her (scroll down the 
mage trainer’s list). 
She also needs 600 
Triifalai seeds. A 150 
of them are growing 
on dark-green, three- 
lobed bushes in the 
jungle. An infinite sup- 
ply is for sale in 
the warehouse 
of the mage’s 
guild. 

Go back to 
the old Former 
building to visit 
the glowing 
bush. Walk 
through it (on 
golden, glowing 
slippers) and 
attempt to go 
through a sec- 
ond glowing 
bush directly 
ahead of the 
first one. A 
secret door will 
open. Through 
it are several 
large crystals; 
each one gives everyone in the party a boost 
in one of the attributes. 

Do your final shopping, and then go to 
Jaanis in the council building and tell her 
you're ready to leave. She’ll provide a ship for 
you to board and off you go to visit the Druids. 

There is much more to the game; this will 
just get you started. & 
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Circle of Blood 

City of Lost Children 
Clandestiny W95 
Congo 

Creation 

Creature Shock 
Creatures 

Crow:City Angels W95 
Curse of Dragor 
cyberia 2 





Cyberia 

D W95 

Dark Earth W95 
Dark Eye 

DarkSeed 2 

Dawn of Darkness 
Death Gate 

Death Trap Dungeon 
Deus W95 
Discworld 2 

Dive 

Double Trouble 

the Dumps 
Drowned God 

Druid Daemons Mind 
Dune 

Echoes 

Ecstatica 2 

Elk Moon Murder 
Entomorph 





Down in 


Extracters 





Hf 
> & W @ 
Dm W 


FHF 


$38 
‘MASTER’ OF 
ORION I’ 


Population 
growth has out- 
grown _ plane- 
tary resources. 
Acting as pow- 
erful emper- 
ors, players 
Start with one 
colony and 
control how 
resources are 
used. CD $46 








Fighting Fantas 

Flipper “ 
Fork in the Tale $45 
Frankenstein $32 
Full Throttle $34 
G-Nome $43 
Gabriel Knight 2 $40 
Gadget $45 
Gateway 2 Homeworld $29 
Hand of Fate $25 
HardJack $48 
Harvester $46 
Heart of Darkness $55 
Hell $29 
Hellraiser $52 
Homicide $40 
Hunter Hunted W95 $45 
n First Degree $46 
ner Shrinking Hero $43 
ndestructibles $44 
Interstate 76 W95 $48 
Into the Shadows $48 


Iron John Hawk $45 
Island of Dr Moreau $40 





Joe's Apartment W95 = $44 
Jumanji $42 
KGB Files $43 
KQ/7:Princeless Bride $25 
Kingdom O'Magic $42 
Knights Chase $38 
Lawnmower Man 2 $44 
Legend of es n Huang $44 
Legend of Kyrandia $25 


Leisure Sin Larry 7 $48 








Lighthouse $48 
Lion $39 
Lost Eden $39 
Lst Fls Shrik Hims 2 $42 
Masterpieces $19 
Mission 9 $44 
Mission Code Millenium $34 
Mission Critical $39 
Mission Ooze Control $29 


Monstrous City $44 
Mummy $42 


CHIPS & BITS inc 


POB 234 Dept 10792 Rochester VT 05767 


int'l 802-767-3033 Fax 802-767-3382 


Orders/Questions: chisales@sover.net 
Customer Service: chiserv@sover.net 





degrees of travel. 





ing at 


‘“THRUST- 
MASTER 
GRAND PRIX 
1’ Gives you 
the competi- 
tive edge with 
variable throt- 
tle and brak- 
your 
fingertips and 


lightning fast 
thumb activated shifting. Securely clamps to 
your desktop. Total steering range is 180 


$74 
“CIRCLE OF 
BLOOD” An 
American — hap- 
pens into a 


place 
smithereens, 


century 


Parisian cafe. After 
a clown blows the 


to 
he 


wants answers. 
He finds a14th 
order 


called The Knights Templar. Unlock the secret of this intrigu- 
ing adventure and the vicious conspiracy that threatens to 
CD $43 


reshape the world. 





‘THE PANDORA DIRECTIVE’ Travel along three 
different paths to any of seven different endings 
on your quest to dissect the unnerving mystery 


surrounding the Roswell UFO Crash. 


Myst 

Myst 2 

Mystery the 7 Mansions 
Necrobius 

Nemesis 

Neverhood 

Noir 

Normality 

Obsidian W95 
Odyssey 
OrionBurger 
Outlaws W95 
Pandora Directive 
Panic in the Park 
Phantasmagoria 2 
Phantasmagoria 
Planetfall W95 
Police Qust 5 SWAT 
Power Dolls 

Pray for Death 
Presto 

Prisoner of Ice 
Promised Land 
QAD 

Qin Tomb Mid King 
Rama 

Ravage D.C.X 
Redjack's Revenge 
Relentless 

Return to Krondor 
Return to Zork 
everence 

ana Rouge 

ddle Master Lu 
pper 

vers of Dawn 





2) So Sot So oo) 


verworld 
Robo Quest 
Robot Club 
SPQR 

SQ6 Sp 


Safecracker 





inal Frontier 


$48 
$52 
$35 
$40 


Sea Legenc 
Second oe 
Secret of the Luxor 
Shadoan 

Shpade 





lverload 








Simon Sorceror 2 
Simon the Sorceror 
Snow Crash W95 
SnowJob W95 

Solar Crusade 

onic the Hedgehog 
Soul Keeper 

Space Bar W95 
Spycraft W95 

Star Trek 25th Ann 
Star Trek Judg Rt Coll 
Star Trek Voyager 
Star Trk Str Flt Acad 
Stardisk 

Steel Legends 

Super Stardust 

The Dig 

The Trial 

Third Millenium W95 
Time Gate 
TimeLapse Anc. Civil 
Titanic Jrny Out Time 








YU 


id 











Tomb Raider 
Toonstruck 
Trouble is My Biz 
Under Killing Moon 
Urban Decay 
Utopia 

Varuna's Forces 
Void Pirates 





Voyeur 2 
We Are Not Alone 
Woodruff & Schnble 
XenoPhage 
Zeddas:Serv Sheol 
Zork:Neme 





Tme Wrp Dr Brain W95 


6 CDs $46 


IBM HARDWARE IBM HARDWARE IBM ACTION IBM ACTION IBM ADVENTURE 9 IBM ADVENTURE i IBM ADVENTURE fm IBM ADVENTURE 


$36 
$45 
$42 
$38 
$35 
$42 
$37 
$34 
$40 
$19 
$44 





US1296P1 


SPLUS1296P2 


SS Ee es) 





3D Ultr Poll Crp Nght 
3D Ultra Pinball 


Agle Warrior F111 W95 


Aqua’ Tak 

Batman Forever 
Battle Slayer 
BattleSport 

Beavs Btthd Ltt! Thgs 
Bug! 

Bvs & Btthd Cllg Drks 


Bvs & Btthd Wnr Takes 


Corpse Killer 

Crime Patrol 
Crystal Caliburn 
Crystal Skulls 
Daggers Rage W95 
Deadly Skies 
Deadly Tide W95 
Divide W95 

Double Switch W95 
Dragons Lair 2 W95 
Earthworm Jim W95 
EndorFun W95 

Full Tilt Pinball 2 
Full Tilt Pinbll W95 
Galaxis 

Gear Heads 
Hammer Slammers 
Hive 2 

Hive W95 

Hodj & Podj 

Hyper 3D Pinball 
Incredible Hulk 

Iron Man/XQ 

Judge Dredd 

Krazy lvan 

Last Bounty Hunter 
Lobo 


Lode Runner Net W95 
Looney Labyrinth Pball 
MS Retrn of Arcde W95 


Mass Destruction 
Maximum Surge 
Meat Puppets 
Metal & Lace NR13 





$42 
$40 
$33 
$42 
$36 
$42 
$33 
$19 
$30 
$19 
$19 
$35 
$19 
$27 
$27 
$29 
$38 
$42 
$48 
$44 
$39 
$29 
$25 
$24 
$24 
$38 
$33 
$46 
$38 
$35 
$25 
$34 
$35 
$42 
$36 
$44 
$32 
$34 
$25 
$29 
$29 
$35 
$35 
$44 
$27 


‘COMMAND & 
CONQUER RED 
ALERT WWII 
never happened. 
Hitler never rose 
to power. In- 
stead, Joseph 
Stalin and his Red 
Army are plung- 
ing Europe into a 
bloodbath of ter- 
ror. Do you com- 
mand the Allied 
Forces? CD $48 


‘HEROES OF 
MIGHT AND 
MAGIC Il Having 
crushed his ene- 
mies, consolidated 
his power base 
and eliminated dis- 
sent, Lord lronfist 
Settled down to 
rule the land of 
Enroth. After 25 
years the land is 
again thrust into 
turmoil. CD $34 


‘THE LAST BLITZ- 
KRIEG’ will put you 
in the heat of Hitler's 
last chance at victo- 
ry in the West. 
Detailed battles, 
new land combat 
system, operational 
artificial intelligence, 
SIX scenarios, 
replay feature for 
reliving battles, net- 
work and mo-dem 


play. CD $41 


Mission: Impossible 


$40 


Monty Pythns Wste Tme $36 


Mortal Kombat 1&2 


Mortal Kombat 3 W95 


Peg Leg 


Pinball Construction Kit 


Pinball Fantasy Dlx 
Pinball Illusions 
Pinball World 
Pink Panther 
Pitfall W95 
Prize Fighter 
Pro Pinball 
Raw Pursuit 
RayMar 
Rebel Assault 1& 2 
Revolution X 

Road Rash W95 
Rocket Jockey 

Royal Flush Pinbll 
Scorched Planet W95 
Shell Shock 

Space Runner 

Spud 1 

Squeezils 

Street Fighter Movie 
Supreme Warrior 
Surface Tension 
Tanktics 

Tempest 2000 
Thexder 2 W95 
TigerShark 

Time Pockets 

Toh Shin Den 
Total Pinball 3D 
Tri-Tryst W95 
Tunnel B1 

Vector Man 

Virtua City PD 
Virtua Fighter 
Virtual Pro Pinball 
WWF-In Your House 
Worms 








$26 
$32 
$32 
$34 
$29 
$29 
$33 
$30 
$43 
$47 
$37 
$35 
$43 
$29 
$44 
$42 
$42 
$22 
$40 
$34 
$42 
$30 
$40 
$28 
$39 
$30 
$35 
$34 
$25 
$42 
$46 
$37 
$19 
$24 
$40 
$39 
$39 
$42 
$40 
$40 
$34 


Worms Reinfrcmnts $34 
XMen Chidrn Atom W95 $42 


sa 


SSTAR 
’ GENERAL 





‘STAR GENER- 


AL’ Feel the 
power of an 
incredibly 


enhanced Panzer 
General Game. A 
2-level combat 
system accom- 
modates space 
and surface com- 
bat. Conquer 


enemy planets with over 90 fully rendered 3D starships 
and 100’s of ground troops and multipul planet types 


from fertile gems to barren wastelands. 


ifeal Time Nata 


20 Wargame Classics $20 
Aces Collection $25 
Archives 2:Star Wars = $48 
Atari 2600 AP W95 $25 
Attack Stack $24 
Award Winning Wrgames$22 
Best of Sonic Collctn $35 
Bullfrog Pak $22 
Defntve Wargme Coll 2 $34 
Five Ft Ten Pk 1-2 ea $19 
Fntsy Gnrl Strat Bndl| $34 
ID Anthology $92 
Intrply All Nghtr 2 $30 
Jet Pack $19 
Kilrathi Saga $34 
Kings Quest Anthology $25 
Legend Kyrandia Series $25 
Leisure St Larry Anth $25 
Lost Adventures $29 
Megapak 5 $32 
Might & Magic Trilgy $19 
Mile High Club $26 
Mystery Collection $19 
Origin Pak $29 
Pinball Gold Pak $19 
Pnzr Gen Strt Gd Bnd| $19 
Police Quest Antholgy $25 
PowerHits Battltch $16 
Prince Persia Collect $19 
Quest for Glory Anth $25 
Rapid Fire Pak $29 
SU-27 Strat Gde Bndle $29 
Space Quest Anthology $25 
Star Control Collctn $19 
Star Trek Emissary $46 
Take Ten $19 
The Archives 1 $27 
Treasures Pack $15 
Trophy Case $24 
Turning Point $24 
Ultimate Game Collctn $29 
Ultimate Gamers Pak $35 
War Chest $19 
Wing Comm 1 & 2 Dixe $32 
Zool Bundle 1 & 2 $19 








CD$43 


‘ADMIRAL-SEA 
BATTLES’ A 
naval conquest 
simulation game 
the combines the 
best of 18th cen- 
tury naval war- 
fare strategy with 
challenging 
board play boast- 
ing a full musical 
score and _ inte- 
grated sound 
effects. $39 


‘AGE OF SAIL 
1775-1820' 
Delivers an excel- 
lent blend of 
exciting Real 
Time 3-D_ per- 
apective _naval 
combat with the 
pageantry and 


a grandeur of beau- 
S tifully 


rndered 
Sailing vessels 
from the = fall 
Ships era! CD $42 





ADD Three Worlds $26 
Alien Legacy $30 
Anvil of Dawn $34 
Arch Mage W95 $48 
Arena Deluxe $47 
Betrayal in Antara $48 
Champions of Krynn $16 
Cobra Mission $29 
Curse of Azure Bonds $16 
CyberJudas $19 
Dark Queen of Krynn = $19 
Dark Sun 2 $19 
Dark Sun Online W95 = $15 
Death Keep W95 $39 
Diablo $46 
Die By the Sword $48 
Disciples of Steel $15 
Dungeon Master 2 $25 
Elder Scrolls 2 $53 
Forgotten Realms $46 
Halls of the Dead $38 
lron & Blood $42 
Knights Xentr PG13 $34 
Lands of Lore $22 
Lands of Lore 2 $48 
Meridian 59 W95 $34 
Pool of Radiance $19 
Pools of Darkness $19 
Ravenloft Strahd $25 
Ravnift 2 Stn Prop $25 
Rims Ark Shadow Riva $45 
Secret Silver Blades $19 
Serpent's Kiss $42 
Star Trail $36 
Star Trek TNG Collect $69 
Star Trek TNG Fnl Unity $46 
Stonekeep $30 
Terracide $42 
Ultima 7 Series $15 
Ultima 8 Pagan $15 
Ultima 9 Ascension $52 
Ultima Undrwid 1&2 $15 
Unlimited Adventures $19 
Wizardry Gold W95 $32 
World of Xeen $24 





music, and an arena announcer i 


PORTS 


S_ angles, new 
mprove the tv-style 


‘NBA LIVE 97’ The 
most authentic 
NBA hoops game 
you can buy, with 
motion captured 
3D animation 
from real NBA 
players.Smooth 
new camera 


presentation. All 29 NBA team with full rosters, cus- 
tom players, on-the-fly play calling, and more make 
this game LIVE. 


1943 Euro Air War 


A 
A 


IGE 


TF. Gold 


A10 Attack 

A10 Tank Killr 2 W95 
ACS Marine Fighters 
ACS Navy Fightrs Gld 
ACS US Navy Fghtr 
AH 64D Longbow 
AH64 Flash Pnt Korea 
ATF Nato Fighters 
Absolute Zero 
Accelerator W95 
Aces Deep 2 

Aces of Pacific 
Across Desert 1941 
Across the Rhine 


A 


r Cmbt Nvy Ftrs 97 


Air Cmbt Pacfic 1942 


A 


tr Combat Pacific Gold 


Air Warrior 


Ai 
hi 


A 





r Warrior 2 W95 
rpower 
ien Alliance 


Apache 

Apache W95 
Archimedean Dynsty 
Armored Fist 2 
Army Air Corps 42 
Assault Rigs 

Battle of the lronclads 
Battlecruiser 3000 
Big Red Racing W95 
Black Knight 

Burning Road 

Chaos Control 
Comanche 3 
Command Aces W95 
Complete Grt Nvl Btls 
Confirmed Kill 
Conquest of the Skies 
CyberBykes 

Dawn Patrol 

Daytona USA 

Dead End 


$44 
$48 
$46 
$48 
$48 
$25 
$34 
$47 
$51 
$25 
$22 
$36 
$44 
$48 
$25 
$48 
$29 
$45 
$16 
$34 
$19 
$44 
$35 
$48 
$42 
$42 
$41 
$49 
$48 
$19 
$46 
$45 
$29 
$46 
$44 
$24 
$49 
$25 
$32 
$42 
$48 
$29 
$18 
$39 
$44 









fa 


$45 


‘WAGES OF WAR’ 
An intense strategy 
war game involving 
astute business 
negotiations and 
squad-level, com- 
mando-style war- 
fare. Operate as a 
mercenary for hire 
where if you don't 
tum a profit while 
winning on the bat- 
tlefield, you are out 
of business. $29 


‘COMMANCHE 3’ 
Missiles away! 
The helicopter 
itself is fully light- 
sourced, shaded 
and rendered with 
3D real-time ani- 
mation while easi- 
er to get into and 
handle. Night time 
maybe the right 
time for many of 
Commanche ‘s 
missions. $49 





‘STEEL PANTHERS 
2’ Fight tank vs. 
tank in this contem- 
porary tactical 
Squad level game. 
Lead a single pla- 
toon or up to an 
entire battalion 
while you battle the 
enemy in various 


conflicts form the 1950s on, including Korea, Vietnam 
and Desert Storm. You can even experience what World 
War III would have been like by creating your own “what 


if’ situation. 





CD $43 


‘LINKS LS’ Watch 
the divots fly, see 
the fog roll in, or 
watch your ball 
back up ona wedge 
shot. New control 
panel and easier 
interface, 
modem/network 
play and amazing 
course accuracy! If 
you've been there 
on Links LS you've 
been there! CD $46 


‘THE COMPLETE 
CARRIERS AT 
WAR’ provides a 
total picture of carri- 
er combat no other 
simulation has 
matched for both 
excitement and his- 
torical accuracy. It 
contains CAW. 1, 
CAW. 2, the 
Construction _ Kit, 
and new scenar- 
ios. CD $42 


Death Drome W95 
Death Race 

Death Rally 
Demon Driver 
Descent 2 
Descent Bundle 


$42 
$34 
$29 
$45 
$48 
$26 


Dscnt 2:Infnte Abyss$48 


Destruction Derby 


$26 


Destruction Derby 2 $47 


EF 2000 Tactcom 
EarthSiege 2 W95 
F-22 Lightning 2 
F16 Fightng Falcon 
FA 18 Hornet 

Falcon 3 SD1 Fght Tgr 
Falcon 3 SD2 Mig 29 
Falcon 3.0 

Falcon 4.0 

Falcon Gold 

Fast Attack 

Fighter Duel 2 W95 
Fighter Duel Pro 
Fighter Duel Pro Net 
Fighter Wing 

Flight 
Flight Sim ToolKit 
Flight Unlmtd W95 
Flying Corp 

Flying Nightmares 2 
Flying Saucer 

Flying Tigers 
Formula 1 Post Seasn 
Formula One 

Fury Cubed W95 
Ganymede W95 
Great Naval Battles 3 
Great Naval Battles 4 
Great Naval Battles 5 
Grey Wolf 

Harrier 2020 

Havoc W95 

Hell Cats Over Pacif 
Hellbender W95 
Hind Helicopter 
Indy Car Racing 2 





$38 
$40 
$49 
$48 
$45 
$12 

$9 
$16 
$52 
$52 
$25 
$39 
$34 
$38 
$19 
$25 
$16 
$36 
$42 
$42 
$45 
$42 
$40 
$44 
$39 
$44 
$41 
$43 
$44 
$19 
$45 
$44 
$44 
$38 
$44 
$48 


Indy Car Reng2W95 $48 
Indy Car RengComp $25 


Interactive Sailng $45 
Jet Fighter 3 $49 
Korean Crisis $34 
M1A2 Abrams W95 $45 
MS Flight Sim 5.1 $55 
Max Overkill Multi $48 


McLaren at LeMans $42 
Mchwrrior 2 Ad-On W95 $29 
MechWarrior 2 $46 
MechWarrior 2 Add On $26 
MechWarrior 2 W95 $47 
Mechwarrior 2 NetMech $15 
Mechwrrr Mercnries $48 





MegaRace 2 $39 
Micro Machines 2 $30 
Microsoft FS 6 W95 $54 
Mig Alley $46 


Monstr Trck Mdnss W95 $45 
Msoft FS 5 Europe 2 $40 
Msoft FS5 Air Rescue $40 
Msoft FS5 Airbus Coll $32 
Msoft FS5 Boeing Coll $32 
Msoft FS5 Flight Shop $52 
Msoft FS5 Grt Airlnrs $32 
Msoft FS5 Objct Dsgnr $46 
Mud Kicker $45 
Nascar Racing 2 $48 
Nascr Reng W Trck Pck $47 
Need Speed Gold W95 $45 





Phoenix Fighter $49 
Privateer $15 
Rally $39 
Red Baron 2 W95 $48 
SU-27 Flanker $30 
Sail 95 $36 
Sail Sim 3 East Coast $24 
Sail Simulator $40 
Savage $40 
Scorcher $46 
Screamer 2 $44 
Sensory Overload $42 
Shattered Steel $46 


Ship of the Line W95 $44 


Shock Wave Assault W95$39 


Sierra Pro Pilot W95 
Silent Hunter 


$45 
$46 


Silent Hunter Patri 1-2 ea$15 


Silent Steel 
SimCopter W95 
Slipstream 5000 


Speed Racer W/ Brain 


Starfighter 
Strike Commander 
Super EF 2000 W95 


Super Motocross W95 


SuperKarts 


Supersonic Racers W95 


T-MEK 

TFX EF2000 

Tank Commander Net 
Test Drive: Off Road 
The Condemned W95 
The Darkening 
Thunder Truck Rally 
Tie Fightr Coll 

Tom Clancy's SSN 
Top Gun Fire at Will 
Trophy Bass 2 
Trophy Bass 

Urban Runner W95 
VMX Racing W95 


$45 
$40 
$24 
$29 
$39 
$15 
$40 
$33 
$24 
$34 
$40 
$45 
$19 
$42 
$48 
$49 
$47 
$29 
$45 
$44 
$48 
$48 
$26 
$44 


Viper:Oper Red Sect W95$34 
Werewlf Vs Comanche 2 $49 


Whiplash 
Wing Commander 3 


$46 
$31 


Wing Commander 4 W95$42 
Wing Commander 5 W95$55 


Wings of Glory 

Wipe Out XL 

World Circuit 

World Rally Fever 
World of Combat 
Wrld Circ Gran Prix 2 
X-Car Exprmntl Ren 
X-Wing Collector 


$18 
$47 
$19 
$44 
$33 
$44 
$44 
$24 


X-Wng V Tie Ftr W95 $54 


Yeagers Air Combat 
iF-22 


$15. 
$44 
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‘STAR CONTROL 
3’ The fabric of the 
universe iS crum- 
bling and it's up to 
you to find the 
answer some- 
where in the unex- 
plored reaches of 
the Kessari 
Quadrant. You're 
in control of a star 
fleet, searching 
hundreds of plan- 
ets. CD $47 


‘F-22 LIGHTNING 
I’ Highly detailed 
simulation from 
Lockheed Martin. 
Realistic cockpit 
instrumentation, 
accurate pitch and 
roll rates, detailed, 
texture mapped 
3D ground and air 
targets. Multi-pan- 
ning cameras to 
view action from 
every angle. $49 


‘THRUSTMASTER 
F-16 TQS’ You've 
got one of the best 
flight simulators on 
the market and the 
software is more 
sophisticated than 
the best the military 
had just a few years 
ago, but you're still 


using your keyboard to fly it? With the “TQS” you'll be fly- 
ing that bird from an F-16 Cockpit! User configurable, 
thu mb trackball, fore and aft throttle movement, dogfight 


switch and throttle tension adjustment wheel! 











ABC Monday Night FB $52 
APBA sem Broadcast $37 
Blood Hockey $44 
Caddy i ick Mini Golf $33 
City Golf $39 
Collg Slam Bsktbl $44 
FIFA Soccer 97 $45 
Fairways to Heaven $29 
Frank Thos Baseball $44 
Frnt Pg GIf AddOn W95 $24 
Fron Page Football97 $48 
Front Page Basebll96 $48 
Front Page Golf W95 $48 
Gone Fishin $25 
Grand “ 97 W95 $44 
Hardball 6 $42 
Legends FB 97 W95 $43 
Links LS $46 
Links Pro Courses ea $19 
Links Pro 386 $19 
Lunar Golf $44 
Madden Football 97 $48 
Vleague Footbll 3 W95 $34 
BA Jam Extreme W95 $42 
VBA Jam Tourn Ed W95 $44 
NBA Live 97 $45 
NFL QB Club 97 $41 
VFL Total Control Net $45 
NHL Hockey 97 $46 
PBA Bowling 2 $35 
PGA Tour 96 Sawgrass $19 
PGA Tour 96 Spnsh Bay $19 
PGA Tour 96 Wentworth $19 
PGA Tour Golf W95 $37 
SimGolf $40 
Strange Golf W95 $39 
Striker ‘96 $33 
Tee Time $19 
Terry Bradshaw FB $28 
Tny LRssa 96 $33 
Triple Play 97 $48 
> Unneccess Roughnss 96 $25 
VIP Soccer $28 
World Series Baseball $42 
Wrld Cup Golf Dor Bch $26 


$108 


1830 RR & Rbbr Barons $34 
7th Legion $48 
Aden Magic $39 
Admiral Sea Battles $38 
Advancd Civilization $39 


Afterlife $46 
Age of Empires $48 
Age of Sail $42 
Agents of Justice $48 
Allegiance $34 
Ancient Empirs W95 $29 
Ares $42 
Ascendancy $44 
Battle Bugs $19 
Blood & Magic $46 
C&C Red AlerttW95 $48 
Caesar 2 W95 $48 
Capitalism $42 
Cave Wars $39 
Celtic Tales $34 
Chaos Overlords W95 = $29 
Citiz Bckwtr Affr $42 
Civilization 2 $42 
Civilization Network $25 
Civilization $19 
Colonization $25 


Comm Cong Covert Oper $22 
C & C Red Alert $48 
Command & Conquer $47 

















Command & Conquer 2 $48 
Command & Congr W95 $48 
Complete Carriers War $42 
Conquer $19 
Conquerer AD 1086 $25 
Conquest Dix $48 
Conquest New World $46 
Constructor W95 $44 
Dark Earth Strtgy W95 $45 
Deadline $32 
Deadlock $47 
Destiny W95 $45 
Dominion $41 
Dune 2 $29 
Dungeon Keeper $45 


Emperor of Fadng Suns $42 


Empire 2 W95 $24 
Empire Dix Mstr Ed $22 
Enemy Nations W95 $42 





Escalation $29 
Exploration $40 
Fallen Haven W95 $47 


Flight Commander 2 $39 
Forbes Corp Rder Gme $45 


Free Enterprise $45 
Front Lines $34 
Galactic Mirage W95 $41 
Gender Wars $42 
Grandest Fleet $19 
Hammer of the Gods $28 
Hardline $34 
Heroes M&M W95 $34 


Heroes Might & Magic $34 
Heroes of M&M2 $34 





History of World $40 
Imperialism $34 
Imperium Galactica $46 
Into the Void $44 
Jaggd Allnc Deadly Game$44 
Jagged Alliance $25 
Jutland $19 
Lemmings 3D $37 
Lemmings $25 
Lords of the Realm 2 $48 
Lost Aare al 2 $39 
M.A.X. $48 
Machiavelli the Prince $19 
Magic Gathrng Stratgy $42 
Master of Magic $35 
Master of Orion $19 


Master of Orion2 $46 
Mighty Machines W95 $32 


Mission Force $48 
Navy Strike $34 
New Horizons $34 
Ocean Trader $44 
Outpost 2 $49 
Pizza Tycoon $25 
Planetary Raiders $45 
Return Fire W95 $37 
Rogarioan Agenda $39 











‘IM1A2 ABRAMS’ 
The player com- 
mands a platoon 
of four tanks, or 
an entire compa- 


ny team with 
other vehicles, 
artillery, heli- 
copters and 


artillery attached 
all from a variety 
of external views 
and a multi zoom 
map view. CD $45 


‘JETFIGHTER Ill’ 
You see thick 
smoke billowing 
Out of your right 
engine. Nothing 
could be more 


real than 
Jetfighter — Ill. 
Gripping 
alarms, digitized 
voices, engine 
noise, and 


incredible 
scenery. CD $49 


‘BETRAYAL IN 
ANTARA’ An 
empire over time 
has fallen pry to 
corruption and 
decay. Today a 
well-meaning 
Emperor faces a 
Crumbling infra- 
structure where 
bribery, intrigue, 
nepotism, deceit 
and assassination 
run rampant. $48 


Romance 3 Kingdoms 3 $39 
Romance 3 Kingdoms 4 $34 
Sentient $44 
Settlers 2 
Shadow of the Emperor $35 
Shattered Nations $46 








SimCity 2000 Collectn $51 
SimCity 2000 W95 $51 
SimCity 2000 W95 Net $51 
Simlsle $35 
SimPark W95/W3 $34 
SimTower $31 
SimTown $33 
Space Bucks $29 
Space Marines $44 
Spaceward Ho! 4W95 $24 
Star Control 3 $47 
Star General $43 
Starcraft W95 $46 
Starship Troopers $39 
Syndicate Plus $15 
Syndicate Wars W95 $46 
Theme Park $15 
This Means War $19 
Total Mayhem $42 
Tranpsort Tycoon Dix $42 
Transport Tycoon $24 
Unnatural Selection $19 
Vikings $37 
Wages of War W95 $29 
Warcraft 2 $46 


Warcraft 2 Add On $29 
Warcraft Orc/Humns $29 
Warhmmr Shad Horn Rat$43 


Warlords 2 $19 
Warlords 2 Dlx $41 
Warwind $43 


Wooden Ship Iron Men $39 
Worlds of Wonders $44 
Wrld Circ GP2 Manager $29 
X-Com Apocalypse $45 
X-Com Terr frm Deep $41 
X-Com UFO Defense $19 
Z $43 
Zig-Zag $22 





‘THRUSTMASTER PHAZER PAD’ is the 


first 


gamepad of it’s kind to offer precise control and max- 
imum performance. Unlike most gamepads, the 


Phazer Pad is completely user programmable. 





Avatar Princ Conflict 
Battleship W95 


Bridge Dix 2 Omr Shrf 


Card Players Paradise 
Celebrity Poker 
Chess Wars 


Chessmates 
Chessmstr 5000 W95 
Clue 

Connections 
Dinosaur W95 

Game Guru 

Game Maker 3.0 
Golden Nugget W95 
Hoyles Clsc Crd Gms 
Incredible Mach 3 
Jeopardy Platinum 
Klik & Play 

Magic Gathering W95 
Masterpiece Mansion 
Monopoly 





$38 
$41 
$32 
$31 
$28 
$38 
Chessmastr Online W95 $15 


$33 
$35 
$40 
$34 
$29 
$24 
$36 
$29 
$26 
$36 
$28 
$29 
$46 
$39 
$40 


Monty Pythn Hly Gri $39 


Muppet Treasr Island 
Origamo 

Othello 

Power Chess W95 
Puzzls of Tribyte W95 
Risk W95 

Scrabble 


$36 
$14 
$28 
$38 
$19 
$41 
$41 


Shanghaii Grt Mom W95 $26 


Shanghaii Grt Moments 
Simpsns Vrtl Sprngfld 


Solitaire Dix W95 
Solitaires Journey 
Trivial Pursuit 
USCF Chess 
Ultimate Yahtzee 
Universal Neverlock 
Vegas G 
Virtual Pool W95 


Virtual Snooker 


You Don't Jck Qst Peck 


ames 95 W95 


$26 


$20 


You Dn't Knw Jack 2$42 


You Dont Know Jack 


$30 


$47 


‘SHATTERED 
STEEL’ In the 
future you don't 
rebuild, you reload. 
While mechanical 
mercenary armies 
maintain order, you 
neutralize 3D alien 
predators, pirates 
and rival ops with 
25+ armaments on 
over 20 worlds with 
ultra-realistic voxel- 
rendered terrain. 


“PHANTAS- 
MAGORIA 2 
Craig Curtis is out, 
trading in his 
Straitijacket and 
ready to face the 
world again. The 
inexplicable starts 
happening. Talking 
rats, bleeding 
photos and a 
computer with a 
vicious mind of 


itsown. $54 
Aegis $19 
Afrika Korps $42 
Aide de Camp $45 
Allied General $28 
American Civil War $45 
Battle of Austerlitz $24 
Battle of Bulge $42 


Battlegrnd Gttysbrg $32 
Battlegrnd Antietam $42 
Battleground Ardennes $25 
Battlgrnd Mddle East$42 


Battlgrnd Sinai $42 
Battlegrnd Waterloo $42 
Battles in Time $35 


Battles of Napoleon $15 
Borodino Napol Invade $24 
Charge Light Brigade $16 
CincPac Midway $26 
Civil War Mst Plyr $38 
Close Combat W95 $37 








Custers Last Command $32 
D-Day Amer Invades $39 
DDay Begin of End $15 
Defend the Alamo $19 
Dreadnoughts $29 
Fantasy Genera $43 
Fields of Glory $14 
Fifth Eskadra $19 
Fifth Fleet $34 
Fifth Fit Scen Mod 1 $19 
Fleet Med $19 
Flight Cmmd 2 MB $19 

Gary Grigsby PW Update $15 
Gene Wars $34 


Great Battles Alexndr $44 
Gry Grgsby's Wr Rssia $10 
Harpoon 2 $19 
Harpoon 2 Admirals Ed $48 
Harpoon 2 BS2 Westpac $19 





Harpoon 2 Deluxe $25 
Harpoon 97 W95 $44 
Harpoon Class $19 
High Contyiand $19 
lron Cross $19 
lron Cross 2 $39 
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Last Blitzkrieg $41 
Main Bat Tnk Nor Germ $29 
Marianas Turkey Shoot $19 
Operation Crusader $39 
Over the Reich $39 
PTQ 2 $34 
Pacific General W95 $45 
Pacific Storm Midway $29 
Pacific Storm Solomon $29 
Pnthrs Shdw Cmp 1-3ea $23 


Panthers Shadows Map $23 
Panthers in Shadows $42 
Panzer General $19 
Panzer General 2 $42 
Panzer General Online $15 
Panzerblitz $42 
Perfect Gen 2 w/Scen $30 
Point of Attack $24 





RELeeCWGenW95_ $48 
Rebel Chrg Chicamagua $15 
Red Sky Morning $19 

Road Sumter Appomat 2 $29 
Sid Meir Civil War $58 


Sons of Liberty $15 
Stalingrad $39 
Steel Panthers $39 


Steel Panthers Cmpgn $15 


Steel Pnthrs 2W95 $43 
TACOPS $44 
Task Force 1942 $16 
Third Reich $39 


Tigers ProwlCamp2 $19 
Tigers on Prowl Map $23 
Tigers on the Prowl $42 
Typhoon of Steel $15 
V Victory Bundle $28 
V Victory Market Grdn $15 





V Victory Utah Bch $12 
V Victory Veliky Luki $15 
V for Victory 2 $44 
War College $31 


Wargame CS2SD1-14 $15 
Wargame CS2 Upgrade $5 
Wargame CS3 Rifles $42 
Zulu War $29 











‘TITANIC ADVEN- 
TURE OUT OF 
TIME’ As a secret 
agent, its up to you 
to change the 
course of history, 
navigating detailed 
3D reconstruction 
of this doomed 
ocean liner. A race 
against time, will 
determine survival 
and the destiny of 
nations. $44 


‘DESTRUCTION 
DERBY 2’ 
Challenging new 
tracks that are 
longer, wider 
and faster with 
hills, jumps and 
high speed 
banked corners! 
Get on a colli- 
sion course with 
Crumple zones 
and hit and run 
mayhem!CD $47 


‘STRIFE’ is a 
fast paced 3D 
action game 
with a riveting 
RPG storyline. 
Here medieval 
and high tech- 
nologies com- 
bine to form a 
world where 
warfare and 
oppression 
are a way of 


life. CD $42 
Betrayal in Antara $1 
Civilization 2 $1 
Comm Cong Red Alert $1 
Dark Forces 2 $1 
Diablo $1 
Duke Nukem 3D Editor $1 
Elder Scrolls 2 $1 


Enemy Nations $ 
Heroes of M& M2 $ 
Into the Shadows $ 
Leisure Suit Larry 7 $1 
Master of Orion 2 $ 

$ 














Mech2 Mercenaries 16 
Phantasmagoria 2 $16 
Quake Game Strategy $16 
Rama $16 
Star Control 3 $16 
Star md $16 
Warcraf $16 
Warc on Bynd Drk Prtl $13 
X-wing vs Tie Fight $16 
Aegis $19 
Air Cmbt Pacfic 1942 $16 
Alone in the Dark $12 
Battles of Destiny $12 
Bridge Olympiad $16 
Civilization $19 
CyberJudas $19 
Dawn Patrol $12 
Disciples of Stee! $15 
Falcon 3.0 $16 
Flight Sim ToolKit $16 
Grandest Fleet $14 
Harpoon Class $19 
Jutland $19 
Master of Orion $19 
Origamo $14 
Return of the Phantom $16 
Riddle Master Lu $19 
Solitaires Journey $16 
Tek War $15 
Under Killing Moon $19 
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SIMULATION 


The Hangar 








by Steve Wartofsky 


Just when you thought you'd found about as much realism as you could stand... 


long comes the new mission disk for 

Origin’s Longbow, Flash Point Korea. 

Aside from the fact that Jane’s seems 
to have steered the chopper team towards the 
wrong hot-spot of the moment for now (the 
Middle East takes the prize there, though it 
doesn’t have nearly as pretty rolling hills and 
mountains as Korea), this is a welcome and 
timely addition to one of the most advanced 
simulations currently available for the PC. 

The goals here are surprisingly numerous, 

and ambitious. The most obvious are the 
addressing of some of the criticisms of the 
original 
design, name- 
ly the rela- 
tively static 
nature of the 
ground 
objects in the 
game. Ground 
units are 
mobile now, 
and have 
small-scale 
objectives to 
carry out. Al 
will cause 
them to 
respond to 
overwhelming displays of force by retreating 
or calling for extra support, and tanks will 
use everything they’ve got to respond to an 
attack (both coax machine guns and cannon 
fire). Despite the fixed nature of the mission 
design, ground objects are now not in the 
same place every time you start up a mission, 
thus lending greater replay value to each 
individual mission (I don’t mind flying a 
fixed mission over many times, to handle the 
objectives with different techniques and ideas 
and weapons, anyway; this is just gravy). 


Seer 


The Co-pilot/Gunner 

Other equally if not more significant addi- 
tions include expansion of the role of the 
CP/G, who'll prioritize targets for you, and 
who can be selected to handle spotting 
and/or countermeasures (thus removing an 
unnecessarily irritating either/or choice in 
the original); addition of the CP/G’s cockpit 
view, with appropriately modeled avionics for 
that position, and the concomitantly neces- 
sary improvement of the auto-piloting 
options, so you can concentrate more specifi- 
cally on role-playing the CP/G position if so 
desired; an extensive redesign of the damage 
options, which include not only the ability to 
turn on or off right and left engines, but 
which now give you the chance to either dis- 
engage or brake the rotor, thus allowing for 


[1] The terrain graphics 
in FPK are, if anything, 
even more astonishing 
than those in the origi- 
nal release [2| VHF and 
UHF are hard-tuned 
here; maybe next time 
around we'll get to 
switch radio frequen- 
cies? Just a guess... [3] 
The inertia of the chop- 
per when pulling toa 
hover’s been toned 
down, to ease collec- 
tive distress over this 
aspect of the sim 


autorotation in situations short of total 
engine failure; an increase in the number 
and variety of systems which can take indi- 
vidual damage, thus making limping back 
home a more interesting prospect; and on 
the sound front, addition of a Background 
Noise option, which provides distinct, stereo- 
panned sound effects for every object, air and 
ground, in a mission, so that you can hear as 
well as see what’s going on around you; elab- 
oration of the wingman command options, so 
that you can order your wingman to pop up 
and scan (and download any radar info dis- 
covered to your own radar system), or so you 
can hand off up to 16 separate targets to 
your wingman while he remains in weapons 
hold mode, prior to letting him go to town. 
That last bit points to another major addi- 
tion which I find the most interesting for this 
sim, because it pushes in the direction most 
advanced, technically detailed air combat 
simulation are going these days — in other 
words, the increase of detail and control over 
















PLAYER-LOHGBOW 


the AH-64’s onboard 
radar systems. 


Multi-unit 
options 

and a wealth of 
new avionics 

One of the major 
advances in the real 
world in military 
avionics is the ability 
to increase the shar- 
ing of gathered data 
across units. This 
has obviously been 
the case with AWACS 
and related air units, 
but the ability for 
helicopters to share and pass targeting data 
among themselves during combat is a rela- 
tively newer technology. It could certainly 
add significantly to the multi-player experi- 
ence of this kind of simulation, were multi- 
player ever to be implemented for this engine 
(there’s no reason to assume that it’s not an 
eventuality). More importantly for now, how- 
ever, this “LAN in the sky” approach to air 
combat necessitates a total re-thinking of the 
way you play an air combat sim. Sure, you 
can continue to fly more or less in a you 
against the world style, the way you’ve grown 
used to in air combat sims. With Flash Point 
Korea, however, you have so much more at 
hand, with the extra wingman commands, 
the ability to upload and download radar tar- 
geting info (not only from your wingman 
but, if you check the option on, from other 
units in the scenario), the reception of 
changes in mission priorities during a battle 
(you'll hear some units call for support, and 
have to decide whether you’ve got a new mis- 


COMPUTER GAMES 








Digital precision. Deadly accuracy. 





Imagine Scorching your enemies with razor-sharp 
precision. With the world's first digital-optical 
joystick, the SideWinder™ 3D Pro, you'll balance 
complex moves with maximum control to get the ulti- 
mate in responsive game play. You won't have to 
recalibrate, even aiter hours of play. And every 
handle rotation instantly changes your viewpoint. 
Digital Overdrive lets the joystick communicate _ 
more efficiently with your Windows® 95—based games. 
All the better to singe your competition. 












‘Where do you want to go www.microsoft.com/sidewinder/ 
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sion priority over-riding the one you 
launched with at the outset now), that it’s 
really slighting the simulation to stay stuck in 
one chopper vs. Godzilla mode. Given the 
improved challenge the ground and opponent 
units present, thinking through techniques 
for coordinating your attacks are likely to 
become top priority with this installment. 
What does the multi-unit (i.e., more realis- 
tic) approach to air combat have to do with 
the more refined detailing of the avionics and 
radar provided in the mission disk? Well, let’s 
describe those additions first. The relatively 
minor one is the addition of a Realistic FCR 
option; this gives the player the chance to 
control whether the radar’s on or off, and 
also allows the setting of range in a more 
realistic fashion. You can now set not only 


[1] Staying low is really fun in this kind of terrain 
[2] Got that Hind just as it was taking off, lucky for me 
[3] Full-screen TADS from the CP/G cockpit 
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piaeolaninie - (U3 
important addi- > a 
tion, in my opin- 
ion, at least, is the 
front-seat (CP/G) 
TADS control. 
TADS is full- 
screen (or full- 
HUD, at least) in 
this position, and 
you can now switch TADS cameras between 
FLIR, DTV and DVO modes, you can display 
TADS full-screen or head-down, you can tog- 
gle the type of FLIR imagery provided during 
targeting, and you can zoom the TADS. 
Combine these options in TADS with the 
realistic FCR options mentioned above, and 


now we're getting somewhere. One of the 


What does the multi-unit (i.e., more reallis- 
tic) approach to air combat have to do with 
the more refined detailing of the avionics 
and radar provided in the mission disk? 


the range, but the direction and frequency 
(single or continuous) of the radar scan. 
Controlling radar scan is crucial to avoiding 
detection, and in the real mission profile for 
most air combat units, avoidance of detection 
is always a near-top priority. It’s a minor 
thing to do, really, once you get used to it, 
but something which you'll miss sorely once 
you've grown used to it. A welcome addition 
to Longbow, then. 


most persistently annoying (and I’m sure, 
from a software design standpoint, challeng- 
ing) issues in Longbow has been the near- 
invisibility of opponent units, due to their 
blending in excessively with the excellent ter- 
rain graphics. This camouflaging can of 
course be explained away as “realistic,” but in 
a PC-based sim with limited-enough SA as it 
is, adding this kind of realism can prove 
more an irritation than an opportunity. The 
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clever solution to the problem, without 
changing the nature of the graphics represen- 
tation in the design into a form which might 
not look as realistic, is to provide active tar- 
get symbology superimposed on top of the 
TADS full-screen targeting imagery. Now you 
know what you’re looking at, you have some 
clear sense of what you’re targeting, you get 
to enjoy blowing away more than a few pixels 
at a distance of many metres, and all without 
breaking the frame of the illusion of realism 
the software otherwise provides. 

Given these additions to Longbow, the 
new mission disk makes clear that the 
designers are seriously committed to 
addressing this engine as thoroughly as pos- 
sible, with as many advances as the soft- 
ware will take. I hope future installments 
continue to add not only new campaigns 
and missions (oh, by the way, forgot to 
mention... you get 740 new missions with 
this disk), but further refinements to the 
complex systems and sub-systems that, 
taken together, make the AH-64 the sophis- 
ticated, challenging air combat monster it 
is. That flight model’s still way too easy to 
fly, guys; c’mon, I want to sweat more in a 
hover...Crunch Out. s 
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°Still the easiest-to-use flight simulator! 
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Air Combat Advisor 


Keeping your nose off the horizon: Yo-yo tactics 


a ssentially, the Yo-yo moves your air- 






















Defensive High 
Yo-yo problems 
Defensive means your 
attacker is pointing 
his gun/nose at you 
and yours isn’t point- 
ed at him. If you’re 
lucky enough to live 
through the first half 
of a defensive High 
Yo-yo and your oppo- 
nent follows you, | 


plane’s nose above and below the 

horizon in order to increase and 
decrease airspeed while turning. However, 
the way you go about moving the nose 
depends on the airplane you're flying. If the 
airplane you're flying has positive rudder 
control, bank with the stick and use the rud- 
der to move the nose above and below the 
horizon. The reason why this works is that 
when oriented in a bank, the rudder 
becomes oriented the same as the elevator 


P 





when flying wings 
level. This tech- 
nique is especially 
useful if your air- 
craft’s roll rate is 
less than that of a 
wallowing sea 
cow. On the other 
hand, if your roll 
rate is pretty 
good and you 
have the use of 
your rudder, it 
will help your 
transitions. 
Conversely, 
if your aircraft 
has a rudder 
that is ineffec- 
tive or disen- — 
gages at high speeds (such as in the fly-by- 
wire F-16), you can still perform Yo-yos. Just 
as with any other banked turn, you adjust 
your attitude with a combination of bank 
angle and elevator. Only now, since you’re 
after maximum turn rate and use elevator to 
pull max G, you need to manage attitude 
with bank angle. Instead of turning at 90 
degrees bank and pulling on the stick, bank 
at 50 or 60 degrees. The reduced bank angle 
will cause your aircraft to climb and bleed 
airspeed. As your airspeed goes below cor- 
nering speed (and hopefully way before you 
reach stall speed), bank the wings back 
toward the direction of the turn. Since an 
airplane generally can’t fly knife edge with 
the nose level and maintain altitude, you'll 
begin descending. If it isn’t fast enough to 
maintain corner speed or to bring your tar- 
get into your gun sights, try increasing your 
bank to 100 or 110 degrees. If you have rud- 
der control (such as in the MiG-29 or Su- 
27), use bottom rudder to help move the 
nose. You may need the rudder on the top 
of the Yo-yo, since your controls may 
become less effective since your airspeed 
will be reduced due to the climb. Seems 
simple, right? Well, here are some things to 
watch out for. 
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[1] Either way you look at it, it was a bad 
move on Rall’s part - we remained behind 
him and gained altitude. When he tried to 
make the run, we just dove on him, picked 
up speed and killed him - death by Yo-yo. 
(Sounds less gruesome like that doesn’t 
it?) (2) If your aircraft's roll rate is less than 
that of a wallowing sea cow and has posi- 
tive rudder control, bank with the stick and 
use the rudder to move the nose above 
and below the horizon. Our Spad has been 
stuck in lag pursuit, so we lower the nose 
and start a series of small Low Yo-yo’s [3} 
When we're able to pull lead, we pull the 
nose up (over the horizon) to make the kill. 
Bye bye, Baron! There are only two reasons 
to pull the nose over the horizon with the 
Low Yo-yo. One is to make the kill and the 
other is to follow the bandit. If your speed 
is too high, drop your boards or reduce 
throttle [4) If your roll rate is pretty good 
and you have the use of your rudder, it will 
help your transitions. Rather than reducing 
bank to pull the nose up (which would 
reduce G and subsequently movement in 
the direction of the turn), note how much 
top rudder is being used here to line up 
that F-16. Even though the enemy Al in SU- 
27 tends to use vertical maneuvers, you 
can out turn an F-16 at the expert level if 
you work at it 


when you’re on the down side 
and your opponent is on the 
high side, he has gravity work- 
ing on his side while it is work- 
ing against you. With everything 
else being equal, we know this 
means he can turn tighter than 
you. You can still get your tail 
shot off very easily. You’ve 
solved nothing. 

Even when you’re offensive, 
if your energy isn’t decisively 
greater than your opponent and 
you start a High Yo-yo, you 
make yourself vulnerable to a 
plane that can turn faster than 
you. Even against an aircraft 
with equal turn performance, you’re a 
tempting target because you are climbing 
(at a reduced speed) and turning in a pre- 
dictable pattern. The High Yo-yo works best 
on a defensive, low-energy opponent keep- 
ing a level turn. However, if your opponent 
breaks out of the level plane while you are 
trying to lose energy, you can easily become 
a sitting duck. 


Yo-yo tips 

Keeping your nose high too long can lead to 
a stall. Furthermore, as you know, a banked 
stall often results in a spin. Both will result 
in E losses and very poor turn performance. 
Generally, a series of small Yo-yos are more 
effective than a large Yo-yo. Finally, if you 
avoid extreme dives or climbs, you'll be able 
to maintain your airspeed better. However, if 
it'll get you the kill and won’t put you in 
immediate danger, go for it! 

Until next time remember - there are two 
kinds of sim fighters; those who have been 
shot down and those who are gonna get 
shot down. ® 
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It seems like everyone these days is throwing together But gamers like me know CH joysticks just feel right 


some plastic handles with a few buttons and passing them and work better. They're made here in the USA, and 
off as joysticks. But I’m a serious gamer. When I want a come with a great warranty. CH joysticks seem to last 


joystick, I look for a real one. forever, too. And believe 
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you CH joysticks are 
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the adrenaline 
rush of REAL air 
combat! Enter the 
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Is it a game when your stomach lurches in the course of performing a Cuban eight? 


Is it a game when beads of sweat appear on your forehead while flying under London's Tower 


Bridge to digitally sampled sound? No. This is not a game. This 


is Microsoft’ Flight Simulator for Windows’ 95, the latest upgrade 
to the most realistic PC flight simulation available anywhere. 
Experienced sim pilots will relish logging time in their new Boeing 


737-400 and aerobatic Extra 300S, extending the range of experience beyond = 
the four planes already in the fleet. A heightened Jevel of realistic flight 1 
As vai As It Gets © 


dynamics has been achieved, 
as verified by Flight Safety International, the world’s 
leading pilot training organization. 

Buzz Las Vegas by night and Martha's Vineyard 
at dawn with a degree of photo-realism that only 
satellite imaging makes possible. Soar over New York, 
Paris, Tokyo and other cities with more detailed 3D 
rendering. Improved performance delivers smoother 

out-the-window views and more immediate response to cockpit controls. 
Challenges have been added to test your skills under daunting weather conditions, 
over new terrain, in varied aircraft. Fly in the face of Mother Nature as you shoot 


an instrument approach into the fog. Climb over the Alps through rapidly shifting 


87] winds, turbulence and changing visibility. Blow the skirts up on the Statue of Liberty. 


” 


To find out even more about Microsoft Flight Simulator for Windows 95, visit our Web 


site at www. microsoft.com/games/fltsim 
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Where do you want to go today?” 


Expansion Pack with southern California scenery, challenges and adventures available soon. 
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MechWarrior 2: Mercenaries 
Activision 
DOS, Windows 95 
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ot knowing much about the 
Nj Battletech universe that inspired 

Mechwarrior 2, all that business 
about honor and clans and starmates struck 
me as odd. Honor is for knights and Samurai, 
clans are for be-kilted Scots, and star- 
mates...well, that sounds like something 
from the Psychic Friends Network. 
Mechwarrior 2 was a great game, but the 
text-heavy background screens did little to 
draw me into the mythos. I just enjoyed 
stomping about and blowing stuff up, regard- 
less of whether I was a member of Clan Wolf 
or Clan MacGregor. 

Activision’s newest Mechwarrior game does 
an end run around this peculiar setting, 
because it’s a prequel. Before the clans moved 
in with their ideas of nobility and whatnot, 
mechs clomped around and knocked the 
stuffing out of each other for the basest and 
most universal cause of them all: money. 
Activision has used this pretense to superim- 
pose a nice little resource management 
scheme on their tried and true mechwarrior 
engine, which they’ve spruced up nicely and 
re-released as Mechwarrior 2: Mercenaries. 

True to its predecessor, the game opens 
with a bang. The introduction is a thrilling 
frantic vignette, in which the commander of 
a mercenary group is betrayed by a cowardly 
dropship pilot. When her mech explodes, the 
sound of her voice — cut off mid-scream — is 
haunting. Shortly thereafter, a recorded mes- 
sage is played where she bequeaths control 
of the group to you. This segué is a wonder- 
ful human touch in a game otherwise preoc- 
cupied with technology and machines. 

The ensuing resource management is nice- 
ly paced. There are always a few contracts 
from which to choose, divided between single 
missions and campaigns. The campaigns con- 
sist of up to a half dozen missions arranged 
in a tree structure, which you navigate 
according to success or failure. In one of the 
most significant improvements from the first 
game, you don’t have to win every mission to 
move on to the next, so you won’t run into 
any frustrating brick walls. Now that you’re 
an entrepreneur, buying every autocannon 
round and paying for every chunked limb, 
the whole thing also seems to matter a lot 
more. While you can eject without the dread 
of having to replay the mission for the 
umpteenth time, the price of all that aban- 
doned hardware is now an issue. This also 
makes building and customizing mechs a lot 
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Clan-less society 


Clockwise from above: 
Backstab: Now that’s gotta hurt; 
Night light: realistic infrared radar 
picks up hot objects against cool 
backgrounds; The Three Amigos: It’s 
gonna be a hot time on a cold planet 
tonight; Feel the burn: Can you say 
“splash damage?”; Stop me if you've 
think that you’ve heard this one 
before: Where does an 80 ton mech 
sleep? [ouch] 


more involved. Anyone who remembers Steve 
Jackson’s Car Wars games will have a won- 
derful time cobbling together the ultimate 
killing machine with his hard-earned money. 

Unfortunately, here is one of the problems. 
Mercenaries’ shell is a mess. Numerous bugs 
are present in the mech design routine, the 
mech lab is pretty user-hostile, there is no 
reference for all the chassis and components, 
and even simple tasks like reloading ammo 
present a challenge on a par with the 
Gordian knot. This vital part of the game is 
in dire need of more time with the QA 
department, and more attention in the manu- 
al. What we have here is clearly a game 
rushed out the doors and onto the shelves 
before it’s ready. 

After mucking around in the shell’s mire, 
you'll eventually work your way into a mis- 


sion, and this is where another problem arises. 


Activision has added texture mapping, light 
sourcing, and particles, all of which are gor- 
geous. But what price beauty? You'll soon find 
yourself tinkering around with the settings, 
switching these lovely features off one at a 
time until the game runs smoothly. And if 
you've got anything less than a P150, you may 
even find yourself trying the game out ina 
coarse 320x200 resolution, with pixels so big 
the texture mapping is all but invisible. 
Mercenaries is undoubtedly one of the most 
beautiful games out there, but I had unpleas- 





ant memories of Strike Commander as my 
processor sputtered and choked trying to keep 
up with this beauty. Activision is apparently 
writing for the next generation of computers. 

Once you’ve resigned yourself to a blocky 
resolution, an austere world, a slide show or 
an upgrade to a P6, you'll discover the modi- 
fications to the basic Mechwarrior engine. 
There are some cosmetic changes (one- 
legged mechs now tump over, debris are 
knocked off hit mechs, the thermal view is 
like real infrared, nifty weather effects), some 
interface changes (a configurable HUD, new 
cockpit displays, pre-mission weapons group- 
ing), and some gameplay changes (air 
strikes, more durable legs on mechs, salvage 
opportunities). The most significant change is 
in the nature of the missions. There are lots 
of clever twists which go beyond the stan- 
dard “Go-to-Point-A-and-blow-up-Object-B” 
formula: reconnaissance, remote targeting, 
rescues, escapes, ambushes, urban hide-and- 
seek, one-on-one challenges, bonus objec- 
tives, and mid-mission betrayals, to name a 
few. The briefing and aftermath screens are 
more concise than they were in the first 
game; they do a good job of spinning out a 
little story for each campaign. 

An unfortunate holdover from the first game 
is the AI of the enemy mechs and your wing- 
men (now called lancemates, apparently 
named after their propensity for headlong 
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reckless charges). There are some improve- 
ments: mechs are less prone to getting hung 
on corners, they'll lead targets moving at an 
angle and they'll maneuver to attack the weak- 
er rear armor of an opponent. But there are 
still lots of Keystone Cop shenanigans going 
on. Turn your lancemates loose on a bevy of 
enemies, stand back, and watch the action get 
as lethal as a slap fight between twelve year 
olds. There also seems to be a lot of gratuitous 
use of jump jets now. While this introduction 
of the vertical is a welcome addition to com- 
bat, it looks awfully random. Imagine mech- 
warriors leaping about, proclaiming, “Whee! 
Look at me! I have jump jets!” 

Another holdover from the first game is 
the rough-hewn multiplayer capability. 
Mercenaries boasts a direct internet hook-up 
scheme along the lines of Quake’s, in which 
one person functions as the server and other 
players connect directly through that person’s 
IP address. However, MercNet isn’t very intu- 
itive, and it’s liable to lead to the same sort 
of confusion and frustration which plagued 
Mechwarrior 2. Activision admits they’ve 
released MercNet, the included multiplayer 
module, in a beta form with the intention of 
patching it when and if problems arise. As 
with the shell, this is a facet of the game that 
could have used more time in QA. 

In spite of these (considerable) drawbacks, 
Activision has done an admirable job taking 
their Mechwarrior engine to the next level. If 
you're not going to make an entirely new 
game, if you’re going to loiter somewhere 
between an upgrade and a sequel, this is the 
way to do it. Sure, it’s the same old song and 
dance, but with a few new steps and a much 
prettier girl. — Jom Chick 


F22 Lightning II 


NovaLogic 
DOS 
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The knee-jerk reaction to the announcement 
of a new simulation from NovaLogic is still, 
“oh, it'll probably be more of an action game 
than an actual simulation.” The reasons for 
this are various; the flight model for the origi- 
nal Comanche was — by the company’s own 
admittance — quite simplistic; most players 
were also impressed with the helicopter’s abili- 
ty to fly headlong into mountainsides with just 
minor damage. The company perfected a 3D 
terrain engine early, and relied heavily (cynics 
would say entirely) upon that as the main 
draw for many of its subsequent products. 
This simulation is the next major step for 
the company, away from reliance just upon 
advanced graphics techniques and towards 
the elements of true simulation. The HUD for 
the F22 in this design, for instance, features a 
number of elements which function realisti- 
cally; the look-down MFD instruments mimic 
the real F22’s cockpit as well as anyone else’s 
upcoming work, even if the instruments 
themselves are still relatively rudimentary. 
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The glide slope 
and targeting reti- 
cles leave nothing 
to desire for 
detail, precision 
and utility. And, 
perhaps most 
importantly, the 
flight modeling is 
competitive with 
anything current- 
ly out there for detail and 
granularity. Climb and dive 
rates are appropriate, and 
the plane both snaps deci- 
sively into a roll with 
aileron input, and main- 
tains a realistic roll rate 
with the ‘stick over. 
Landings strike just the 
right balance between 
being so easy and outside 
realistic parameters they 
feel plain wrong, and so 
difficult and “realistic” they 
become the main object of each mission. 
Wingman response to the simple suite of 
commands is decisive and efficient — send 
your wingman out directly to attack your cur- 
rently locked target, let him choose his own 
target of opportunity, or put him in more 
subtle cover or CAP status. 

The graphics are, of course, stunning; the 
company has focused on traditional polygon- 
based, texture-mapped design for the terrain, 
but the results this time around are both 
more realistic and more efficient than any- 
thing yet seen in this area. While — like 
almost all sims released these days with a 
texture-map option — you need a fast 
Pentium (or better yet, Pentium Pro... you 
should see this thing fly on a P6/200!), even 
on what would currently be considered the 
lower end of the scale, the 3D animation is 
top-notch. The only glitch here is that 
Novalogic has not been sufficiently cautious 
about hazing out the texture-map draw-in in 
the distance, so if you have graphics turned 
down anywhere below the highest level, 
you'll see weird, triangular effects at the hori- 
zon, which for some will be not only annoy- 
ing but disorienting. On the other hand, no- 
one has done fog, haze and cloud cover as 
well as this thing, period. The varieties of 
transparency implemented — without any 
special hardware acceleration — are astonish- 
ing to see. Could give the 3D chip folks the 


“Say hello to one of the most beautifully- 
animated jets in PC simulation 


wv Note how varied these mountains look; 
no repeater sno-cones here! 









4 Not only can you read the lettering on the side of the AWACS 
plane, but its radar antenna rotates as you fly! 


jitters, it’s so good. Simply put, if you have 
the horsepower to run the thing at the max, 
you'll have as realistic a flying experience as 
you can find on a PC here, at least visually. 

There’s little to really criticize in the simu- 
lation, either. True, we’re working with static, 
designed missions here, the same as we are 
with EA/Jane’s Longbow and ATF/NATO 
Fighters; but that just lends itself to careful, 
observant replay of specific kinds of mission 
situations, to try out different tactics and test 
the results. The campaigns do a nice job of 
pushing the player down the path of progres- 
sively more complex and difficult scenarios, 
and hook together missions whose objectives 
seem logically linked. The manual offers 
everything a solid air combat simulation on a 
PC should offer, including plenty of useful 
info for newcomers to the genre. 

All told, F22 Lightning II has hit the sim 
nail right on the head; it’s got enough detail 
to make sure no-one will mistake it for an 
arcade game, but enough style, visual glam- 
our and balance to make it fun to play from 
the get-go. Some air combat sim veterans 
looking for a more comprehensively techni- 
cal and complete design will, of course, be 
put off by the focus of this thing; but most of 
us, newcomers and vets alike, will drop the 
hardcore routine and just dig into one of the 
most enjoyable air combat sims ever to have 
been released. — Steve Wartofsky 








Hind 






Interactive Magic 
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Some people will start their approach to this 
simulation with a whole bunch of pigeon- 
holes and prejudices to deal with. It’s just a 
sequel to Apache. It’s not all texture-mapped. 
The Hind isn’t as high-tech as the AH-64. It’s 
you against the world. The multi- 
player might be as hosed as the 
previous game’s was during its 
first release. 

Wrong, wrong, wrong: Hind, 
friends, is simply the best chop- 
per simulation out there now, 
period. If you want to get some 
taste of what flying a helicopter is 
really like, set this thing up to 
max realism, get into the cockpit 
with at the minimum two joy- 
sticks, and ideally a joystick, 
throttle (collective) and pedals, 
and be prepared to handle a mas- 
sively different kind of flying. 
This time we’re about as close as most sim 
fans are going to want to get to flying the 
real thing. 

The main advantage in modeling the Hind 
is that it is somewhat less sophisticated in 
control technology than the AH-64. This is an 
advantage because, since there’s little in the 
way of fly-by-wire or technological compen- 
sation for the kinds of issues most chopper 
pilots (excluding Apache guys) have to han- 
dle, there’s also no excuse left for not illus- 
trating the major problem of torque generat- 
ed by most helicopters’ main rotors. Taking 
off in a Hind is an experience not to be 
missed, once you’ve mastered the controls. 
You'll also get a little taste of what helicopter 
pilots describe as a process of trying to stay 
balanced atop a greasy, rolling ball when in a 
hover. And, finally, once you enter combat, 
you'll find you need very different attack and 
egress techniques from those typical for the 
AH-64. While the latter helicopter seems to 
have one of its main advantages in bob-up 
attack (see Ben Chiu’s article on Longbow 
last issue), the Hind is more of a slash-and- 
run kind of ‘bird. Mainly, after playing other 
chopper simulations, you'll pity the poor 
guys who have to stay on top of this kind of 
equipment in the heat of battle; it requires 
skill, precision timing, constant monitoring of 
performance, and practice, practice, practice. 

Beyond the quality of the flight modeling 
are a number of other significant features. 
The WSO in front, for instance. You can turn 
him on and off; when he’s on, he does a 
damn fine job of apprising you of your cur- 
rent combat situation, and of selecting and 
prioritizing targets. Kind of like a verbal 
equivalent of some of the hardware systems 
in the Apache, the Silicon WSO here is a 
model of the kind of computer-generated AI 
a sim of this calibre should have. He’s so 
















good you'll find yourself talking back to him 
during combat... I’m not kidding! The virtual 
cockpit technique used for this design is also 
quite effective. The Hind’s cockpit is wide, 
and you can literally scroll around the interi- 
or with your hat (if you have a joystick with 
a hat button). When the WSO’s on, of course, 
and you’ve located yourself up front in his 
hot-seat, you'll see the visual targeting system 
follow and track the target independently of 
cockpit position. The system will break lock 
at what feels intuitively like the right 
moment, either when a more important tar- 
get appears up ahead or when the locked tar- 
get has passed a weapon’s range of capabili- 
ty. This seems much more realistic — and 
more effective — than most of the target pad- 
lock techniques presented so far in PC-based 
combat simulations. 

The hundred missions available in Hind 
(ten available in each of the three theatres, 
Kazakhstan, Afghanistan and Korea, and the 
rest present in the campaigns available 
across those same theatres) are extremely 
wide-ranging, and fit the mission profile of 
the Mi-24 to a tee. You’ll engage in recon- 
naissance, mine-laying, search and rescue 
and infantry target-practice as well as the 
more usual sorts of missions present in 
most sims. Each mission — and each cam- 
paign — continues to feel live like nothing 
else out there. The voice chatter, as well as 
the other aircraft present pursuing indepen- 
dent missions, make the in-game experience 
uniquely vivid. No amount of texture-map- 
ping can top that. 

Finally, multiplayer. They’ve finally got it 
down right; the modem routines are smooth 
and easy to use, the patch to Apache makes 
cross-sim combat an inevitable fact, and both 
head-to-head and front-seat/back-seat modes 
are functional. 


<4 Hind: The graphics are everything they need 


“Hind: It’s easy to scroll around the cockpit 
while assessing the combat situation 


w Hind: Getting ready for takeoff. Even 
though you're leader, it’s often a good idea 
to follow your wingmen 


to be in this sim 


All in all, the guys at Digital Integration 
and I-Magic have set the mark for the genre 
yet again. Can’t wait to see what this team 
will do when they’ve decided to tackle the full 
scale of 3D visuals, too. — Steve Wartofsky 


A-10 Cuba! 
Parsoft 


Macintosh 
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Despite gloom and doom reports of Apple’s 
impending demise, the Mac continues to 
receive a small but steady flow of quality 
games. Some are ports of leading 
DOS/Windows titles and others are from 
developers who have found a comfortable 
and profitable niche in the Mac gaming mar- 
ket. Parasoft Interactive is one of the latter 
publishers. Their latest, A-10 Cuba! is 
Parasoft’s update to last year’s hit flight sim, 
A-10 Attack! 

Let’s get straight to the point. Like its prede- 
cessor, Cuba! is a serious flight sim for the 
hardcore that rivals Su-27, Back to Baghdad, 
and EF 2000 in complexity and accuracy. 
Parasoft, though, has taken some steps to 
make the game more accessible to the casual 
gamer. One look however at the fully interac- 
tive instrument panel should scare away those 
used to the texture-mapped arcade shooters 
that currently masquerade as flight-simula- 
tions. The plane will handle differently with 
varying loads and changing altitudes. Turns 
will drain energy at surprisingly rapid rates. 
There is no unlimited amount of engine thrust. 
Most on-line comments from those who have 
flown real hardware with live ammo continue 
to be overwhelmingly positive. 

The player is based at Guantanamo Bay 
fending off guerilla forces that don’t know 
communism is dead. Parasoft chose Cuba 
because of its diverse terrain. Jungle, moun- 
tains, canyons, ocean, and costal regions are 
all very close to each other. Fifteen thousand 
square miles are simulated within the game. 
Graphics still are shaded polygons, but the 
designers have achieved a stunning visual 
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Two new Patrol Zones. 

Fifteen new Scenarios. 
For exclusive use 
SILENT HUNTER.” 








...Well crafted, with superb 
simulation of the sub’s 
equipment and posts.” 


—COMPUTER GAMING WORLD 
ae “,. the best submarine 
TO pais a Visit yor retailer : | ts 
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Clockwise from above: In A-10 Cuba!, the 

planes may lack textures, but they’re still 
incredibly detailed ; Planning your next mis- 
sion; The Warthog goes boat blasting 


presentation with them. Dams, roads, and 
bridges are all present. There is a living world 
that includes an extremely high level of 
detail. Cars will travel down city streets and 
paratroopers will jump out of transport 
planes. If you’re sitting on the runway while 
your base is being shelled there will be show- 
ers of disrupted concrete falling around your 
plane. Explosions and the debris left in the 
plane’s destructive wake are equally impres- 
sive. There are options for using multiple 
monitors for a panoramic view of the action. 

This increased polygon count doesn’t 
come cheap. Though the game claimed to 
support older 68040 based machines, even 
on high end 040 chips the frame rate was 
bearly tolerable. A PowerPC 601 or better sys- 
tem is needed to really appreciate this one. 

Remember we're flying a tank-busting 
warthog! Most of the missions will be some 
form of air-to-ground or air-to-sea fight. 
Dogfighting will be rare and there are plenty of 
F-16’s to provide aircover. Bombing airfields, 
sinking destroyers, stomping armour columns, 
and even flaming tobacco laden trucks are 
some objectives of the game’s twelve missions. 
Cuba! is not currently compatible with the mis- 
sion editor available in the older A-10 Attack’, 
but Parasoft promises a fix is on the way. 

Networking has joyfully been added to the 
game. Eight players can compete head-to- 
head with color coded planes. Standard 
Ethernet, LocalTalk, and Apple Remote Access 
connections are possible. PPC/68040 combi- 
nations are not allowed for network play cur- 
rently. In addition, Cuba! supports Net Link 
Remote. Net Link IP is not supported due to 
the high latency updates of the internet. 

One feature was removed from the game’s 
previous version, the Virtual Battlefield 
Environment (VBE). This feature allowed play- 
ers to micromanage their assets on a tactical 
display similar to an older paper board and 
chit wargame. This provided strong strategic 
aspects to the game that are no longer pre- 
sent. Though admittedly the VBE caused a 
steep learning curve with Aftack/, forgoing it 
in Cuba! leaves behind one of the most 


unique and engaging qualities of the game. 

Mac gamers admittedly have a much 
smaller base of titles from which to draw. 
Parasoft’s latest, A-10 Cuba! goes a long 
way with keeping the Macintosh faithful 
from straying into the DOS/Windows sec- 
tion of their local software stores. It deliv- 
ers a complex and accurate flight simula- 
tion that compares with the best on the 
market. — Chuck Klimushyn 


NATO Fighters 
Jane’s Combat Simulations/Electronic Arts 
DOS 
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While the game’s still the same, the four new 
planes, improvements in multi-player and 
extra missions and campaign, the ability to fly 
any of the included aircraft in single mission 
mode all definitely add real substance to A7F, 
a very popular flight sim right now. If you like 
ATF, this thing’s a no-brainer. 

Perhaps the best two additions to the basic 
game in this add-on disk are the re-introduc- 
tion of carrier landings (originally absented 











from the design, though they 
were present in US 
Navy/Marine Fighters) and 
the new introduction of an in- 
flight nav map option, giving 
the player a much more effec- 
tive overview of the mission 
theatre, especially important 
during multi-player battles. 
EA/Jane’s have worked hard to 
overcome the single most irri- 
tating, time-wasting issue in 
air combat multi-player: the 
hunt for the other player(s). Given the 
speed, rate of closure, the ability of mod- 
ern jets to dive or climb many thousands 
of feet in a few seconds, it’s really easy 
to lose the other aircraft during combat. 
The in-flight nav map goes a long ways 
towards obliterating this problem. 

Nothing has been spared in the 
graphics modeling of the F-16C, Saab 
Grippen, Su-35 and EF2000, either 
(though the EF2000 comes up surpris- 
ingly short in this area, compared with 
Digital Image Design’s implementation 
of same); one of the biggest draws in 
this series is the aircraft visuals, and those 
sustain the high quality they’ve always had. 
Flight, instrument and weapons modeling is 
perfectly sufficient for the style of simulation 
provided here, one we’ve praised before for its 
intelligent consideration of the advantages 
and limitations of flying on a desktop PC with 
a single CRT. 

The mission disk also takes aim at the next 
generation of technology for the world’s real 
air forces, i.e. the ability to download 
targeting data from outside sources. 
Use this, combined with the in-flight 
nav map, to add to your ability to 
approach targets in total stealth mode 
(no need to use your own radar). 

Finally, the included video and 
encyclopedia into on the new equip- 
ment maintain the top-drawer quality 
Jane’s can provide from its vast data- 
base. If you enjoy really immersing 


Nato Fighters 


yourself in the situation, and using your imag- 
ination to extrapolate from real-world infor- 
mation to your experience in the sim, this 
aspect of NATO Fighters alone makes the disk 
a must-have. Collecting planes in this series is 
starting to feel like it did when you were a kid 
collecting those Matchbox/Hot Wheels cars; 
there are always a couple more you'd just love 
to have. —Steve Wartofsky 
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The hottest flight simulator game is now torching up your Windows® 
95 PC. It's F/A-18 Hornet. With incredible 3-D graphics and realistic 
instrumentation, it'll push you to the outer limits then bring you 
screaming back to earth. In fact, F/A-18 Hornet closely simulates the 
Navy's own attack-fighter aircraft. There’s 28 different Persian Gulf 
combat missions to test your skills — where you can blow up 
— from ammunition depots using the M6] Vulcan cannon to 
MiG fighters with an AIM9 Sidewinder. So pick up the award winning 


E F/A-18 Hornet today. It’s the best way to get close to someone. 
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Flight Simulator 6.0 
Microsoft 
Windows 95 
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It’s amazing how consistently the essential 
interface, style of flight modeling and graph- 
ics design for Flight Simulator has stayed the 
same all these years. It’s astonishing to think 
that, if someone from 1988 were suddenly 
transported eight years into the future, he’d 
be able to pick up this software and know 
exactly what to do with it to get it going. 

Some might consider this a bad thing, 
but the profound conservatism of this 
design philosophy does seem to have 
something going for it. For veteran users of 
Flight Simulator, the ability to move on, 
past the kinds of things most players have 
become familiar with over the years, has 
been enhanced by the persistence of the 
same command set, the same approach to 
representing three-dimensional space, the 
same relationships of airplane to runway 
that have always been there in this soft- 
ware. This implementation thus means an 
easy transition to the Windows 95 environ- 
ment for veterans of this simulation. 

The other advantages of this implementation 
for those familiar with the design come primar- 
ily from its being an actual Windows 95 prod- 
uct. The multitasking environment makes the 
sim so much more user-friendly, for everything 
from selecting and saving flight scenarios, to 
calling up help and supplementary info, to get- 
ting into and out of the simulation quickly 
without the extra steps needed to move into 
and out of a DOS-style environment. 

At a subtler level, the additions to FS95 
come in the form of improved graphics (more 
texture-mapped areas), a larger database of 
airports and locations to fly between, resolu- 
tion (finally!) of some long-standing issues in 
the digital sound components of the game 
(landing gear and flaps no longer sound like 
coffee grinder and power drill), simplification 
of memory and graphics/performance issues, 
improved multi-player support (due to the 
interoperability from within the Windows 95 
interface), and tweaks to existing flight mod- 
els to make them smoother across a wider 
range of flight situations than they’ve ever 
been before (I’ve always found the transitions 
of the flight model when pushed to its 
extremes a little abrupt; these have definitely 
been graduated now, so that the whole experi- 
ence seems more continuous and plausible). 

New York, Washington, San Francisco, Los 
Angeles, Tokyo, Paris, London, Munich, Rio 
de Janeiro, Cairo, Jerusalem and other major 
cities around the world have been given sus- 
tained treatment, so that you have plenty to 
work with for IFR and VFR flight. The com- 
parative completeness of the database for the 
simulation also now obviates the need to res- 
urrect old scenery add-on disks, without 
excluding the possibility of adding user-gen- 
erated scenery, aircraft and adventures from 
Flight Simulator 5. 

























For newcomers to this soft- 
ware, things have never been so 
good; the fully-developed online 
help, and addition of most of the 
information formerly left in a 
separate paper manual to the 
online help, makes learning how 
to fly this thing a real joy now. 
Context-sensitive pop-up help for 
most major instruments and con- 
trols in the cockpit not only sim- 
plifies learning how to use every- 
thing; it also makes it more likely 


that the average user will move 
past the jerk-the-thing-around- 
the-sky-with-the-joystick stage 
more quickly, towards learning 
the techniques of instrument 
navigation and realistic flight control. 

The Lessons, Challenges and Adventures 
included in FS95 are adequate, but not as 
exciting as anticipated. Most of this you’ve seen 
before, though again, the software has been 
expanded effectively in each of these areas in 
an evolutionary way, in the form of perfecting 
the included situations and adding some extras 
all around. The flight planner originally sold as 
a separate add-on package by an independent 
is now incorporated into the software as well. 

Surprisingly, the most in-depth addition to 
the simulation doesn’t occur in-flight itself 
at all; rather, it’s to be found in the Pilot 
Help on-line documentation accompanying 
the traditional product. Divided up into sec- 
tions detailing all the major issues anyone 
with a serious interest in learning how to fly 
might encounter, this documentation — com- 
plete with hypertext animations, pho- 
tographs, illustrations — also includes the 
first steps towards getting private and even 
commercial pilot’s licenses. You’re not going 
to be flying for American Airlines anytime 
soon just by reading this material, but for 
the first time, the instruction takes itself 
seriously as instruction, and points the aver- 
age reader in the right direction towards 
other sources to graduate to, should consid- 
eration of a real license be an issue. There 
are many hours of pleasure to be had read- 
ing through this material systematically; its 
presence on-line more than triples (rough 
estimate) the amount of hard info presented 
along with the sim, compared with the man- 
uals previously included. Now, if only some 
way could be found to put old Jeppesen 





Top to bottom: 
The Cessna heads for sunnier climes yet again; 
The Extra flying over the new, photo-realistic 
terrain (this outside San Francisco); Right click- 
ing on any cockpit instrument pops up helpful 
information, with options to dig even further if 
so desired 


materials on the 
Internet for 
quick download 
and inclusion in 
this documenta- 
tion system, we’d 
be in total simu- 
lation heaven. 

The sim is not 
without its faults. 
Though the flight 
models are more consistent across the board, 
the varied techniques used for terrain graphics 
sometimes break up the fiction of being in 
flight across real scenery, especially when a 
series of boundaries are in proximity between 
these different graphics techniques. This will 
no doubt be solved in time, as more of the 
database is updated with recent artwork. More 
importantly, there are still user-friendly issues 
to be handled, such as how to make preferred 
settings for realism, scenery complexity, etc. 
“take” all the way across the board. Newcomers 
will still have to discover in a roundabout way 
that you have to save a default flight with the 
preferred settings as your startup, to accom- 
plish this trivial task. The ice cube clouds we 
all grew to hate in the last incarnation of Flight 
Simulator are still here; the day it finds itself 
and arrives with real cloud cover animation, I 
for one will be a happy clam. Finally, re-instal- 
lation of any older scenery disks (Caribbean, 
Paris, etc. — Washington, San Francisco, Las 
Vegas and Europe I are already here) is more 
cumbersome in this environment than it used 
to be. The legacy stuff is always the hardest to 
deal with. 

Still, all in all, Flight Simulator 6.0 gets 
high marks for cleaning up many outstanding 
issues in the design, adding plenty of new 
hard information from real-world technical 
sources, including two, sophisticated new 
flight models and airplanes (Extra 300 and 
747), and significantly expanding the airport 
and location database. Well worth considera- 
tion for both newcomers to civilian flight sim- 
ulation on a PC and to long-time stalwarts of 
this venerable design. — Steve Wartofsky 
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The new force feedback 
-(oustich from CH Products. 
~ You've never felt anything ite it.The new Fo 
Joystick jolts gameplay into the thrill zone. 
Feel the true-to-life vibration of revving 
engines and rough roads. Brace yourself 
for aif turbulence or engine stall 
buffeting, and hang tough against the 
vector force in a tight turn. Now, fire 
Off a found and feel it Kick back. 
| puts the yeehaaahh into 
flight simulations, driving, space 
Combat and just about any other game. 
Your palms will sweat. Your Knuckles wil 
turn white. You ll swear it’s alive. 
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Check us out on the Web: 


http://www. chproducts.com/_ 










PRODUCTS 

fark Center Drive Vista, CA 
_ Phone 619 598 2518 « Fax 619 598 2524 
America OnLine: Keyword: CH Products 









Experience the adrenaline rush of REAL air combat! 
Enter the 
TOP GUN SWEEPSTAKES Call 1.800.56.TOPGUN 





PROGUCTS CompuServe: Go GAMEDPUB _. 
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AH-64D Longbow 


& tips 


by Jon-n-Nolan 








A view to kill: Taking sight of the enemy 


s you climb Longbow’s steep learn- 

ing curve, these are some of the typ- 

ical questions that come up: “Why 
can’t I target that Shilka 1km in front of 
me?”... “Am I supposed to sit here in plain 
view while my Hellfire lollygags its way to 
the target?”... and the time-honored favorite, 
“Who's shooting at me? Where is that com- 
ing from?” The key to avoiding these kinds 
of situations is an appreciation of the 
Longbow’s two means of acquiring a target: 
the Target Acquisition and Designation Sight 
(TADS) and the Fire-Control Radar (FCR). 
Once you comprehend their respective 
nuances, the “Huh?” Factor in Longbow 
declines rapidly. 


Targeting by man 

or machine? TADS versus FCR 

The TADS is simply a suite of cameras 
mounted in the Longbow’s nose turret, 
immediately above the chin gun. If you pan 
around to the front of the aircraft from the 
external view, you can see the 
turret rotate as you switch targets. 
Since cameras depend on light (or 
heat, in the case of the infrared 
camera), they’re limited to line-of- 
sight. The important thing to 
remember about the TADS is that 
you don’t control it: it’s in the 
hands of your Co-Pilot/Gunner 
(CP/G), the computer-controlled 
fellow sitting in front of you. 

The FCR, on the other hand, is 
an advanced millimeter-wave radar 
system housed in the bulb above the rotors. 
Since it’s clear of the Longbow’s fuselage, it 
has an unobstructed 360 degree view, which 
it uses to scan for air targets. However it can 
only acquire ground targets from within a 90 
degree arc to the front (narrower than the 
220 degree field of regard on the TADS, 
which has the advantage of being able to 
pivot on its turret). Unlike the TADS, the 
pilot has complete control over the FCR, and 
can pick out targets at his leisure. The FCR is 
also sophisticated enough to keep track of a 
target even after it’s no longer visible. 

The FCR is the only place from which 
Priority Fire Zones (PFZ’s) can be used to 
limit rippled fire to specific targets. Although 
you can set up PFZs while you’re using 
TADS, make sure to switch over to the FCR 
before you fire if you want to take advantage 
of them. When using the FCR, anything you 
can see on the Tactical Situation Display is 
selectable as a target, with the added conve- 
nience of being able to use the mouse to 
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A Although this FCR shows numerous target 
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. Longbow’s TADS looks out through the 
nose turret while its FCR is housed in the 
dome above the rotors 
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returns, the TADS is unable to acquire any 
of them because they’re not currently visible 


What sort of bionic eyesight does the 
CP/G have to identify this speck... P 
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pick targets. As long as you haven’t | 
switched to air-to-air mode (see below), | 
everything you’ve spotted so far is 
recorded. This will make it easier to 
avoid pockets of AAA or SAMs when 
retracing your steps. You can also designate 
targets for air or artillery strikes all the way 
across the map. This is a good way to tack a 
few extra points onto your score if you’re 
returning to base with leftover strikes: just 
choose a distant victim and let someone else 
deliver the weapons for a change. 

The idea behind the TADS is that your 
CP/G keeps track of the immediately visible 
targets. Although you can still cycle though 
them using the “T” key, there’s no quick and 
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easy way to pick out something specific. The 
“Ctrl-T” command can be helpful if you’re 
cycling to a specific nearby target. But the 
“Alt-T”, which is supposed to single out the 
“best” target, functions according to some 
inscrutable logic. Remember that even 
though targets detected by the FCR will still 
be visible on the Tactical Situation Display 
while you’re using the TADS, you'll be unable 
to select them. This mode’s strength is also 
its weakness: it takes the task of targeting 
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NOBODY PLAYS JUST ONE 
it.\ GAME OF STRIP POKER 
Ai) PROFESSIONAL... 








Settle in for a sizzling evening of STRIP POKER as this — yy [swic| 
unique program pits your poker skills against Erika, Lana, a aie | te | 
Sherry and Claire. The more chips you win, the more they 
take off! Our latest enhancements found in Volume II of this 
computer classic include all new opponents and our unique 
Random Play feature— your opponents have up to three 
different outfits and there are many different poses at every 
level of play. The computer selects outfits and poses at 
random. Every time you play the game, you get a different 
sequence of images. With an average of over 60 poses per 
opponent, you will never lose interest even when playing the 
same opponents over and over again. And, of course, the 
graphics are our state of the art CCG 800x600 Super VGA 
Graphics. And, using the latest in CD-ROM technology, we 
are able to include an additional 24 opponents on this 
CD-ROM! They are available in groups of four and can be 
economically and conveniently ordered and immediately 


unlocked by placing a toll-free phone call! 





graphics using our Crystal Clear Graphics! 
Random Play provides different outfits and 
poses every time you play! (Volume IT) 


- Michelle 





Each CD-ROM contains 24 additional 
opponents who can be purchased over the 
phone by calling a toll-free number. 


Requires IBM compatible computer, CD-ROM drive, 4 Meg 
RAM, Super VGA Graphics Card and monitor. 








Seinen 
SP Pro CD-ROM Volume II: $54.95 SF gage 
SP Pro CD-ROM Volume I: $49.95 CCG v 
SP Pro Disk Version: $29.95 i Ne 
DATA DISKs for Disk Version (16 available): $14.95 @ COMING SOON! 


Available at discount from: 


1844 Penfield Rd Penfield, NY 14526 | CHIPS & BITS Inc. 
(800) 828-6573 - (716) 385-6120 PO Box 234 + Rochester, VT 05767 


info @ artworx.com (email) (800) 699-4263 - (802) 767-3033 
http://www.artworx.com (website) 
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GAME’ Find your- 
self in a sprawling 
retro-ffuture city of 
Alphaville-with no 
way out. Your 
goal: Explore 
every nook and 
cranny of the des- 
olate town for 
clues that will 
eventually lead 
you to the climax 
ofthe game. $44 


‘CYBER PHO- 
TOGRAPHER’ 
After entering 
the MacDaddy 
cyberstudio 
choose from 3 
different mod- 
els. Choose 
: lighting, camera 
lens, music and start on your photographic 
adventure snapping a roll of 36 exposure film. 
When you finish choosing your favorite pic- 
tures print out a calendar, birthday card or 
Christmas card! CD $34 


“VIRTUAL 
SEX SHOOT’ 
[Macdgine 
being trans- 
ported to a 
mysterious 
island and 
having nearly 
infinite pos- 
sibilities as you create your own 
visual fantasy by controlling cam- 
eras that are capturing every intense 
moment of highly charged erotic 
Sex. CD $44 


‘Hollywood 
Body Double’ 
You will be in 
total control in 
over Shelly 
Michellel and 
her beautiful co- 
Stars in a dozen 
full-screen erot- 
ic locations where your imagination can run 
wild. You choose the camera angle, close-up 
lenses, and be escorted to Shelly Michelle's 
private penthouse where the steamy action 
really begins. CD $44 


‘JADE PALACE’ 
Save our beau- 











tiful damsel-in- 
distress by 
finding the 


missing jade s 
and defeating 
the evil wizard. 
Enjoy _ heart- 
aoonien rewards sion the way. Animated 
with mind-boggling 3-D environments and 
hour long professional hardcore video 
specifically filmed, this game will blow you 
away. CD $29 
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wie “nowwe> HOUSE’ is the 
most stimulat- 
ing CD game 
ever played and 
is automatically 
designed _ to 
change each 
time you play 
it, offering 
dozens of 
combinations 
for hours of 
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2069 Orient! Sex Odys 
Alleycats 

Anal Rom 2 
AsstTroids 

Buster Cherry 
Casting Couch 
Circus 

Crystal Fantasy 
Cyber Photographer 
CyberPeep Int 
CyberStrip Poker 
CyberXperience 
Cyberpeep Cheerldr 
Diva X Ariana 

Diva X Rebecca 
Dream Machine 2 
Dream Machine 
Eros 2 

Eros 

Fantasy After Dark 
Fun House 

Fuzz Buzzers 
Girlfriend Donna 
Girlfriend Tracy 
Heidi's House 

Hot Slots 

Interact Seymore Bt 2 
interact Seymore Buts 
Interactive Sex Thrpy 
Internat! Strip Poker 
Intimate Journey 
Intimate Possbits 
Island Girl Resort 
Japan Interactive 
Latex 

Luscious Lady Lingerie 
Lust Connection 
Mind Teazzer 2 

Net Erotique 
Neurodancer 

Nick Steele P.1. 
Nightwatch Int 3 
Oriental Ecst Exposed 
Outpost 69 

Passion Poker 
Penetration 
Penthouse IA 6 
Porn Mania 

Porno Poker 
Private Investigator 
Private Prison 
Samurai Pervert 2 
Scissors N' Stones 
Sex Castle 

Sex TV 2 

Sex:The Game 
Shock:The Game 
Sorority Sex Kittn 
Space Sirens 

Space Sirens 2 

Spy Club 

Strip Fighter 

Strip Poker Pro 
Strip Poker Pro 2 
Texas Table Dance 
Time Warp 

Ultra Slots 

VCA 6-Pack 

VCA's Sex 
Vampire's Kiss 
Venus Playhouse 
Virtl Las Vegas Nite 2 
Virtual Golden Eye 
Virtual Sex 2 

Virtual Sex 

Virtual Sex Shoot 
Virtual Valerie 2 
Virtual Victor 
Virtual Vixens 
Virtually Yours 2 
Zoom 


$66 
$39 
$42 
$40 
$45 
$39 
$39 
$29 
$34 
$19 
$36 
$40 
$24 
$38 
$38 
$49 
$36 
$24 
$24 
$35 
$39 
$39 
$49 
$39 
$36 
$37 
$49 
$39 
$46 
$22 
$24 
$39 
$39 
$44 
$44 
$24 
$39 
$32 
$24 
$39 
$39 


$29 
$19 
$52 
$29 
$44 
$49 
$44 
$64 
$24 
$29 
$35 
$49 
$49 
$42 
$29 
$29 
$32 
$40 
$24 
$36 
$24 
$45 
$28 





101 Orient Delts 2 
Adult Superstars 
Affairs of Heart 
Amateur Models 4 
American Blond 
American Sweethrts 
Amorous Asia Girl2 
Anal Asian 2 
Animation Temptrss 
Asia X 

Asian Heat 

Asian Invasion 
Asian Paradise 
Babe Patrol 

Babes Illustratd 2 
Bacchus Six Pack 
Back Door Mistress 
Bad Girls 

Bangkok Nights 
Bedlam 

Bedman & Throbbin 
Betrayal 

Big Boob Babes 

Big Boobs 2 
Billionairs Blonds 
Black Book 

Black Foxes 

Chasey Saves World 
College Girls 2 
Deep Thrt Gris 4Pk 
Demon School Conc! 
Desert Passion 
Devil in Miss Jones 
Dirty Debutantes 
Dirty Debutnt 6 Pk 
Dirty Duo 

Dirty Litl Adit Car 2 
Dirty Lit! Adit Cart 
Dirty Western 2 
Doors of Passion 2 
Double Down 
Double Entry 
Dripping With Desire 
Electrosex 
Endangered 

Enter the Night 
Erotic Dreams 2 
Eruption 

Evil Seductress 
Exchange Student 
Exposure 

Extreme Gail 
Extreme Sex 
Fantascenes 
Fantascenes Anal 
Fantasies 2 

Fantasy Lifestyle 2 
Fatal Temptation 
Flesh Tones 

Flesh for Fantasy 
Forbidden Subj 3 
From Asia With Love 
Girls Doin’ Girls 2 
Girls on Girls 
Glamor Girls 3 
Group Therapy 

Hist Of Blue Movie 
Hollywood Babylon 
Hollywood Biker Chick 
Home Front 

Hot Dog Girls Florida 
House Sleep Beauties 
Jade Palace 

La Blue Girl 4 

Lap Dancer 

Lips 

Little Irresistable 
Love Bites 

Love Juice 

Main Street USA 
Mask 
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$19 
$26 
$24 
$28 
$24 
$25 
$19 
$25 
$28 
$27 
$24 
$19 
$39 
$19 
$25 
$45 
$19 
$24 
$24 
$16 
$16 
$27 
$19 
$25 
$28 
$34 
$28 
$29 
$24 
$52 
$20 
$25 
$24 
$24 
$44 
$22 
$24 
$24 
$25 
$26 
$24 
$16 
$26 
$19 
$19 
$19 
$26 
$12 
$26 
$24 
$24 
$16 
$24 
$39 
$49 
$26 
$19 
$19 
$24 
$24 
$22 
$15 
$26 
$22 
$29 
$24 
$15 
$19 
$24 
$30 
$19 
$12 
$29 
$22 
$25 
$19 
$24 
$26 
$19 
$19 
$19 





Mata Hari $22 
Maximum Moments 2 $34 
Menage A Trois $26 


Mystique of Orient $29 
New Machine 6Pk2 $44 
New Machine 6 Pk $42 
New Wave Hookers 2 $24 
Night at the Drive-In $19 


Nikki at Nite $19 
Nova Collection 5 $19 
Novel Desires $33 
Oriental Action $26 
Oriental Diaries $29 
Oriental Syndrome $22 
Oriental X-Press $22 
Pandor...AAAH's $19 
Parlor Games $25 
Pink Lady Detective $24 
Pink Sheets $16 


Platinum Six Pack $42 
Private Collection $48 
Private Film Chateau $29 
Private Moments $19 
Putting All Bhnd 2 $24 
Racquel Released $24 
Racquelle in Wild $24 
Romsoft Six Pack $39 
Romsoft Six Pk 2 $39 
Romsoft Three Pack $25 


Room for Rent $32 
Samurai Pervert $49 
Savannah Superstar $24 
Secret Garden 2 $19 
Seduction of Suki $19 
Seductions $24 
Select a Pet 2 $29 
Sensuous Summer $25 
Sex 2 $24 
Sex Games $24 
Sexual Instinct $26 
Sexy Nurses 2 $25 
Sexy Six Pack $44 


Seymore Bts Mstry Gri $18 
Symr Bts Dep In Shane $18 
Seymsre Bts Goes Nuts$18 
Seymore Butts Swings $18 
Seymore Six Pack $39 
Seymr Bts Blown Away $18 
Seymr Bts Bustin Out $18 
Seymr Bts Rides Again $18 


Sharon Starlet $19 
Silent Strangers $24 
Sinfully Yours $19 
Southern Beauties 2 $32 
Steal This Heart $29 
Stripper Nurses $25 
Studs & Starlets $26 
Super Cybersex $19 


Superstars of Porn $24 
Superstr Japan Porn 2 $39 
Sushi Bar Girls $29 
Swedish Erotica $15 
Swingers Worldwide $19 
Target of Seduction $26 
Taste Erotica Samp $19 


Temptation $19 
Tokyo Nightlife $48 
Tokyo Nymphs $16 
Totallly Raw Amateur $20 
Totally Exposed $24 
Touch Me, Feel Me $19 
Toys Not Boys $29 
Tracy Loves You $19 
Twin Angels $28 
Ultimate Tokyo $29 
Up & Down Love $34 
Urotsukidoji $23 
Virgins Vol 3 $39 


Voices in My Bed $24 
Woman to Woman $26 
XXX-Treme 2 $19 





Adult Image Library $19 


Adult Palate 2 $22 
Adult Pict Libr 4 $19 
All Night Long $16 
Amateur Photo Gallery $12 
Asian Hot Pix $19 
Asian Pearls 3 $25 


Blond Brunts Redhd $25 
Bodacious Beauties $34 


Busty Babes 3 $38 
Busty Babes 4 $39 
Celebrity Nudes $25 
Domin-A-Trix $19 
Erotic Playground $22 
Fantasy Flesh $16 
Focus Pocus $27 
Girls Vivid 2 $19 
Girls of Spice 2 $24 
High Volume Nudes $28 
Japanese Pearls $28 
Latin Lust $29 
Oriental Stars $32 
Private Vid Mag 1 $29 
Ropes & Chains $19 
Select a Pet $29 
Sizzle $19 
Tabloid Beauties $26 
Thai Bondage $26 
VCA Photo Disk $22 


Village Collection $29 





Bacchus Six Pack $45 


Beef 1 $25 
Bike Bang $20 
Boyfriends $20 
Boys Next Door $20 
Boys of Paris $17 
Cruising Ground $20 
DynaStuds $36 
Home Boys 2 $24 
Manhunt $18 
Manpower $24 
Men In Motion $32 
Men In Uniform $36 
Prime Beef $24 
Adventure Kid $24 
Angel of Darkness $24 
Countdown $24 
Demon Beast Invasion 1$24 
Dragon Knight $28 
Dragon Pink $24 
Elven Bride $24 
End Of Summer $24 
First Loves $24 
La Blue Girl $24 
La Blue Girl 6 $24 
Twin Angels $24 
Twin Dolls $27 





Backdoor to Paris $15 


Casting Couch $15 
Coming of Age $12 
Cousin Betty $12 


E-Three Extra Testicle $15 
First Time Lesbians $15 
Girls Gone Bad 8 $15 


Hanky Panky $15 
Innocence Lost $15 
Lesbian Nymphos $15 
Pink Lagoon $15 
The Babysitter $12 
Wrid's Bigst Gng Bng 2$35 
Young Lust $15 
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BUZZERS’ 
The ultimate 


challenge of 
your memo- 
ry skills, as 
you advance 
through 
each skill 
level. Every encounter bringing 
you a little closer to your ulti- 
mate goal. CD $39 


‘ALL NIGHT 
LONG’ Over a 
thousand _ all 
Original never 
before pub- 
lished images. 
All full screen, 
all full color, 
all different 
images. Beautiful women and couples 
engaging in explicit sex captured on the 
sets of over 50 adult motion pictures. 
Viewer with thumbnail menu and slide 
show feature! CD $19 


‘FANTASCENES'’ 
Create count- 
less personal 
visual fantasies 
with five of the 
most beautiful 
women in the 


world! You 
control the 
Capabilities in 
this disc of 
explicit, pas- 
sionate eroti- 


cism. CD $39 





‘ROMSOFT 6 PACK’ Double Down, Doors of 
Passion 2, Sensuous Girls in 3D, Massive 
Melons, Touch Me, Feel Me and Private 
Screenings are what you'll get in this sexy 6 
pack! 6 CD’S $39 


ROMSOFT 6 PAK 2 





‘ROMSOFT 6 PAK 2’ Babe Patrol, Hot Dog Girls 
of Florida, Luscious Ladies in Lingerie, Extasy 
Suites, Striptease and A Shot in the Pink are what 
you'll get in this sexy 6 pack! 6 CD’S $39 


‘ROOM ~~ FOR 
RENT’ Enter the 
realm of neuro- 
space.Visit these 
lovely girls while 
you attempt to 


rent a room from 
them. Watch 
them __ lounge 


around the pool. 
You will never 
look at renting a 
ra room the same 
# way again.CD $32 
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out of your hands. However, it can be particu- 
larly helpful in hilly terrain, where enemies 
are liable to appear quickly, at close range, 
and at offset angles inaccessible to the FCR. 

Because of the very significant differences 
between the two targeting systems, the 
“Home” key, which toggles the TADS and FCR, 
is the most important determining element in 
how you see and acquire your targets. Always 
be aware of which mode is active. A great 
deal of confusion in Longbow results from 
trying to do something in one mode that will 
only work in the other mode, such as using 
the mouse to designate a target (FCR only), 
using PFZs (FCR only), or panning the helmet 
view (TADS only). 


More fun with acronyms: TSD and ASE 
Another source of confusion is the interaction 
of your targeting systems with two important 
displays: the previously mentioned Tactical 
Situation Display (TSD) and the Aircraft 
Survivability Equipment (ASE). The TSD is 
where most targeting and firing is done. If 
you’re using the TADS, keep in mind that the 
CP/G can lock you onto targets spanning your 
forward 220 degrees, which covers quite a bit 
of territory to either side of you, outside the 
90 degree area represented on the TSD. This 
is particularly likely to happen if the CP/G 
gets fixated on something while you’re turn- 
ing. You can find yourself cycling through off- 
screen targets without the targeting diamond 
appearing on the TSD. In these cases, note the 
Field of Regard box on bottom center of the 
HUD: it covers a 220 degree arc and the cen- 
terline gives you a clear indication of the cur- 
rent target’s bearing. 

Note that other aircraft will always appear 
on the TSD, whether you’ve chosen the air-to- 
air or air-to-ground mode. Air-to-air mode is 
useful in the event that an enemy helicopter 
manages to get behind you: the only way to 
keep track of its position is with the 360 degree 







Heading into 
TADS country, 
where enemy 
units can appear 
quickly, at close 
range and at 
angles outside 
the FCR’s 
scanning arc. 


air mode on the Radar Display. 
Otherwise, this mode only serves to 
filter out all ground targets, with 
the unfortunate side effect of eras- 
ing everything in the FCR’s stored 
target list. 

The ASE keeps track of all active 
anti-air threats on the ground and 
draws no information from either 
the TADS or the FCR. Enemy aircraft 
will not appear. Neither will units 
that have switched off their search radar, as 
most AAA units will do until you’re on top of 
them. And unlike the FCR, your ASE will not 
store the threats it’s previously detected. It’s 
strictly a passive sensor and it only gives you 
the current situation (your jammers and chaff 
dispenser are integrated into the ASE, but they 
play no part in the display). Unless you're try- 
ing to skirt around a long range SAM’s detec- 
tion radius, it’s not important to have the ASE 
on one of the displays: it’ll automatically pop 
up whenever a new threat appears or an old 
one begins to track you. 


How | learned to stop 

worrying and love the <U> key 

Target identification is a problem in 
Longbow. The displays are too small, and the 
zoom levels don’t go high enough to make 
out any tell-tale detail on distant objects. 
Furthermore, the tiny screens don’t allow for 
enough separation between distant targets 
clustered together. From 5km you're just as 
likely to launch a Hellfire at an innocuous 


fuel truck as you are a ZSU-23. In a real 
Longbow, the displays are larger than 2 inch- 
es across and the DTV zooms in to a 128x 
magnification. But in Jane’s Longbow, we 
have the <U> key. 

Now let me set your minds at ease: the<U> 
key is not a cheat. Having said that, I hope 
you'll all feel more comfortable using it. The 
folks at Origin even told me to go ahead and 
use it, since I haven’t had the benefit of years 
of target ID training, something any Longbow 
pilot would enjoy before being allowed to fire 
live Hellfires in a war zone. Besides, if the 
<U> key is a cheat, then so are the <T> and 
<Y> keys. Real world battle- 
fields offer no such immediate 
and accessible distinction 
between enemy and friendly 
units. If you’re determined to 
simulate reality by not using 
the <U> key, then I’m afraid I 
must insist that you randomly 
and blindly hit either the <T> 
or the <Y> when you want to 
cycle targets. 





Look, Ma, no Hands! 

The Instant Action offers a prime opportu- 
nity to practice targeting skills. By putting 
the Longbow on autopilot, you’ll embark on 
a long route through terrain choked with 
enemy units. The default set-up is for invul- 
nerability and unlimited weapons, so you 
won't have to worry about evading incom- 
ing fire and conserving your weapons. This 
makes for an excellent practice arena in 
which you can see first-hand the important 
differences between the FCR and TADS. 
You'll also be able to tinker with PFZs, test 
ripple firing, and watch closely how the 
ASE works. It’s especially instructive to see 
how the different enemy threats behave: 
when they go active, the distance they can 
fire, the altitude at which they can track 
you. Even if you’re an old pro at this, it can 
be illuminating to take a break from the fly- 
ing and concentrate solely on the weapons 
systems for a change. After all, you never 
know what it’s like to be a CP/G until 
you’ve flown a mile in his cockpit. m 
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Bring 
back home with the ThrustMaster F-16 
FLCS*, F-16 TQS and Rudder Control 
System. ThrustMaster’s F-16 flight 


controls are specifically designed 


compliment the “Back to 
Baghdad” flight model. 


When you’re flying the best combat simulator, 
only the best controls will do... 


* F-16 FLCS Required for the F-16 TQS to Function 


MILITARY SIMULATION INC. 
201 N.E. Park Plaza Drive Suite 50 Vancouver, WA 98684 
Phone (360)254-2000 Fax (360)254-1746 
http://www.military-sim.com 
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“Perhaps the most 
sophisticatedjand 
realistic.driving game 


ever createtl™ —NEXT. 
GE ‘NERATION, WO . 























» “The best racing 


sim ever” —COMPUTER 
GAMING WORLD, 10/96 


“,..a strong contender for game 
of the year!” - —GA MESPOT, 8/96. 


“,..Grand Prix IL is ie best racing — 
simulator on the market today.” 
= N UKE/CompUTER Game REVIEW, 8/96 








— *,,..Grand Prix if blows — 
“the doors off anything else on — 
the track. ”” COMPUTER GAMES 

i _ Strateay Pius 10/96 
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Visit your local 
retailer or 

call 24 hours: 

: 1-800-695-GAME wu S. and Carat 


_ www.microprose.com 
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WHEN YOU'RE A WEAPONS 
MANUFACTURER, PEACE CAN 
iG ctUeeelineme: «  xam 


SO TO GET PROFITS BACK 
UP. YOU VE GOT TO [merTe 


AND SURVIVE - THE--MOST 
GRUELING MECH BATTLES ON 
LAND AND UNDERWATER. 








PLENTY OF DIFFERENT MISSIONS 
EACH -WITH A. COMPEI 
NEW. STORYLINE, OBJECTIVE 

AND OPPONENTS. 





GT Interactive 
Software 


www-gtinteractive-.com 
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A, soon as you insert the CD you'll be 
impressed with NHL 97. It is, by leaps and 
bounds, the best looking and most technolog- 
ically impressive sports game ever seen on 
the PC (or the console systems). Links LS 
may be more beautiful, but NHL 97 has the 
technology and the beauty. Polygonal, tex- 
ture-mapped and motion-captured players, 
high-resolution 3D rinks, superb 16-bit 
sounds, an excellent announcer and new 16- 


ay, 


DOFS DOS, Windows95 9k 


bit color menus combine to produce the most 
state-of-the-art sports experience on the mar- 
ket. Once you see it in motion, you may 
think you’ve tuned into Fox Sports for their 
latest broadcast. 

Never before have polygonal characters 
worked as well as they do here. The amazing 
motion-captured animation and superb tex- 
turing make the in-game figures look dis- 
turbingly real. They have the actual player 
photos mapped onto the faces of the poly- 
gons, which makes replays a hoot (when a 
smiling guys checks you into the glass, you 
can’t help but chuckle). They skate superbly, 
checking looks painful, goalies dance around 
during lulls in the action, players who com- 
mit a penalty punch the wall in the penalty 
box, and players climb out off the bench real- 
istically during line switches. It’s a tour-de- 
force of animation. 

All of this does come at 
a price. In pure DOS mode, 
a Pentium 60 was surpris- 
ingly up to the task (albeit 
one with 16 MB of RAM). 
Under Windows 95, any- 
thing less than a Pentium 
133 with 32 MB of RAM 
had slowdown, but on that 
machine it was blisteringly 
fast and smooth (as well it 
should be). The game uses 
DirectX, but does not sup- 
port Direct3D. However, one of the positive 
side effects of Windows 95 is the addition of 
network play, including Internet play. 

You're probably saying to yourself, 
“Enough about the graphics, how’s the 
play?” And therein lies the problem. The Fox 
Sports metaphor for the game may be even 
more appropriate (Fox manages to make all 
sports look like video games). Like NBA Live 
96, NHL 97 is all dressed up with nowhere to 
go. The visuals continue to evolve, but it 
seems that the AI (the least marketable part 
of the game) keeps getting the short shrift. 
Perhaps our standards are too high, expecting 
the best-looking game to be the best-playing 
as well. A game with sub-par visuals has to 
make it up in gameplay, and perhaps it works 
the other way around. I hope not. 

Back to the AI. It’s certainly suspect, if not 


Death on the ice-film at 11 


The polygonal character animation is incredible 


downright bad. First, a statement of disclo- 
sure. I’m not an NHL fan. I don’t know strat- 
egy or all of the subtleties of the game, and 
I'd be hard pressed to tell the difference 
between a Jagr and a Jagermeister (both 
sorta look weird and pack a helluva wallop). 
I am, however, a fan of hockey games on the 
computer (going back to 
an oldie called Face Off 
up through NHL 
PowerPlay 96). 1 also 


Players slam the 
counter of the 
penalty box 


The usual chrome 
is evident in this 
superbly rendered 
goalie mask 
know enough about 
hockey to figure 
that there’s something amiss in a game when 
I can defeat the European All-Stars 5-0 with 
the San Jose Sharks, outshooting them 52-23. 
On the most difficult setting. In only my fifth 
complete game. 

What exactly is the problem? Again, it’s 
tough to deal with specifics, but there are 
things like the computer changing lines when 
it’s on a powerplay with a breakaway, or 
when it makes eight consecutive two-line 


















passes. This is not right. Which brings up an 
interesting question: is this another example 
of something mentioned last month in our 
review of Triple Play 97, i.e. the influence of 
limited console RAM on AI, in games ported 
from console to PC? Rather than build a rou- 
tine to determine the exact time the computer 
should change 
lines, for 
instance (based 
on a number of 
factors, all of 
which require 
system RAM to 
deal with), the 
game says, 
“When the line 
has fatigue of X, 
change.” 

There are 
other things 
worth mention- 
ing. To get a little 
extra “oomph” 
while skating, 
you press the 
gamepad up 
twice. However, 
if you keep 
pressing up 
repeatedly (don’t 
hold it down — 
just tap it), your 
skater will con- 
tinue to gain 
speed, and any person you run into while 
warping across the ice will fall to the ground. 
It makes breakaways painfully easy. While it 
makes the game a more hectic, arcade experi- 
ence, it certainly doesn’t make it hockey. 

All of this leaves us in a conundrum. 
There’s no question NHL 97 will be an enor- 
mous hit, one we’ll all run out and buy. 
Gamers and reviewers will be falling all over 
themselves to praise it to the high heavens. 
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Unfortunately, the fallout will be more 
encouragement for developers (most of 
whom lack the skill of EA Sports) to produce 
even more vacuous eye candy, with more 
polygons, hi-color graphics and support for 
3D cards. How about some serious AI to go 
along with the visuals? 

NHL 97 is quite good, probably the best 
sports game of the year (so far, though Links 
LS fans could put up a good argument), but 
it stops short of being truly great. Its technol- 
ogy is beyond reproach, and the gameplay, 
when judged solely as an arcade game, fea- 
tures the crispness and fluidity of play which 
has, up until now, only been found in the 
best console games. Still, the game on the PC 
should deliver more: a better game of hock- 
ey. For that, perhaps, we’ll have to wait for 


NHL ‘98. — Steve Bauman 
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on no question that basketball 
is a tough sport to turn into a com- 
puter game. The current “best game” 
on the market is EA Sports’ NBA Live 
96, and despite its AI flaws (which 
didn’t keep it from getting stellar 
reviews elsewhere) it remains the 
title to beat. Microsoft is now driving 
down the basketball lane with a bold 
new entry, NBA Full Court Press, 
with all of the licenses in place 
(minus the players who manage to 
exist outside of the NBA players 
license, like Jordan and Barkley), high resolu- 
tion graphics and multiplayer support. Just as 
it’s about to reach the basket, it slips in a pool 
of sweat and tumbles into the stands, emerg- 
ing battered and bruised, not having scored a 
single point. 

The main positives of the game are 
visual. Though a bit on the cartoony 
side, the player graphics are excellent, 
with superb spot animations. Players 
look particularly great doing 
crossover dribbles, taking jump shots, 
dunking and performing impossible 
(for mere mortals) spin moves. 
Though the player doesn’t actually 
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Washington Bullets (87) 





control any of these animations (the computer 
decides, based on your skill, whether you do 
any of the special moves), they still add a bit of 
interest to the visuals. This being a Windows 

95 game, performance will vary, and, on occa- 
sion, the graphics will jump around a bit. 
Curiously enough, the actual animations of the 
ball going through the basket seem off; it 
always looks like you miss. 

Unfortunately, enormous holes exist in the 
gameplay and simulation which pretty much 
make this one an also-ran. Where do you 
start? The minor problems in simulating 
games could be attributed to overzealous rat- 
ings Olajuwon and Robinson always average 
over 45 points a game in simulated seasons, 
the Boston Celtics and Miami Heat are peren- 
nial powers). You could change the ratings, 
but it would be a tedious process. Instead of 
allowing you to type the numbers, 


A 
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The graphics are pretty good, and support multiple resolutions, 
but they can’t make up for holes in the gameplay 


you have to use the mouse to click on up and 
down arrows to adjust all of the ratings. 

It’s in the gameplay where things really 
start to go bad. The biggest problem is with 
the passing. Only the very best passers in the 


© Microsoft NBA Full Court Press 


VAIN O  ala, 


June 21 1996 


at Charlotte Hornets { 79) 
Dallas Mavericks (113) 

at Seattle Sonics (106) 
Los Angeles Clippers (103) 

at Houston Rockets { 90) 
Phoenix Suns (105) 

at Los Angeles Lakers (108) 
Milwaukee Bucks ( 96) 
at indiana Pacers (121) 












With Shagille O’Neal, the Lakers are 
easily the World Champions, though 
David Robinson and Hakeem Olajuwon 
managed to average over 40 points a 
game for their respective teams in 
every single simulated season 


The new white Shag dunks for the 
Lakers. The clumsy editor allows you to 
change many things about a player, but 
skin tone isn’t one of them 







league (the Stocktons and Kidds) will even 
attempt a bounce pass; all other passes are 
lobs. Fast breaks turn into a joke as the play- 
er has to stop and wait for the puff-ball pass 
to reach him. 

There are a number of problems with free 
throws. First off, on occasion the game will 
allow the other team to shoot free throws 
when they’ve committed the foul. Other times 
you get the wrong number of shots, and even 
when everything is right, there’s no skill 
involved in shooting. If they were going to 
just have you press a button and randomly 
decide if you’d make it, why bother with it at 
all? Hell, the game doesn’t even put the best 
rebounders on the baseline for the rebound. 

The AI is non-existent. It’s easy to drive to 
the basket, and, like NBA Live 96, final scores 
are horridly inflated (200 points by one team 
is all too common when there are human 
players involved). Not only is it easy to 
score, it’s also easy to block shots and 
steal the ball. On a number of occa- 
sions, computer players just stood and 
held the ball until the 24 second clock 
stopped. More ominously, the game 
crashed a number of times at the end 
of a quarter, though fortunately it did- 
n't do any damage (beyond killing the 
current game). 

On the plus side, the game may 
prove interesting to basketball fans 
who just want to coach. There are a 
large number of plays to choose from, 
but like all other basketball games it’s 
impossible to actually follow them 
when controlling the players. 

Full Court Press isn’t very good, 
but it isn’t hopeless. A bit of work on 
all of the details could make this an alterna- 
tive to NBA Live 96. But with NBA Live 97 
around the corner, there’s little reason to 
recommend this game to all but those who 
have a fetishistic desire to play every game 
over the Internet. — Steve Bauman 
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H.'s a hockey sim whose often brilliant 
and certainly innovative approach is betrayed 
by disconcerting on-ice visuals. It focuses on 
what really happens out there, not a glamor- 
ized and simplified image of the sport, so it’s 
more sim than game; but sadly, it hasn’t 
made that mechanics-to-graphics translation 
in peak form. 

It’s also one of those partially licensed prod- 
ucts, which means it’s received the official 
okay from the NHL Players Association, but not 
the Big League itself. So, while Owen Nolan is 
Owen Nolan, the San Jose Sharks have default- 
ed to the San Jose Piranhas. But that’s what 
editors are for, aren’t they, and they’re a game 
staple: from logo/name editor to uniform edi- 
tor, player editor to line-up editor. 

A huge scoreboard takes up the lower 








portion of the gameplay screen, featuring 
the score, game clock, provisions for up to 
four penalties per team, and a “Profiler” 
indicating the various strengths of the cur- 
rently selected skater. Detailed stamina bars 
for each player, as opposed to the five-man 
unit as a whole, are also provided and very 
much appreciated. But up top is the arena, 
and that is where the good news/bad news 
scenario really kicks in. 

The game doesn’t have a ton of fluff, as is 
evident in the distinctly low res, 
low tech interfaces and menus, 
and it becomes more obvious 
during gameplay. Replays, mul- 
tiple camera angles, announc- 
ers, reflections and fighting are 
all absent; the viewer gets just a 
sideline viewing perspective, 
one which pans laterally 
across the ice surface. 
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TEAM BLOCKS USED _ 
 MeccIMUM: 4000 


Both high and low resolution modes are 
available, but there are side effects; low res 
produces scintillatingly fast play with a tight 
view of the ice, while high res offers a more 
sweeping view and slower play. Both views 
need a fast Pentium to play smoothly. It’s 
plainly difficult, especially at first, to follow the 
progress of the puck and players amidst the 
flurry of activity, especially on a slower system. 

Yet there’s a feeling you get when you’re 
out there that the people who put this thing 
together have a superb grasp over what 
makes hockey hockey. There’s plenty of detail 
in the animation,with arms and legs moving 
about, and the AI is quite solid. 

Teams back off when killing a penalty, 
goal tenders have off nights, fatigued units 
get flustered, “running around” in their own 
zone when pressured, and shot and goal 
totals are hauntingly authentic. As an extra 
special bonus, you can blast through inter- 
missions in about three seconds, and games 
are auto-saved when you shut down in the 
middle of a contest, with a continuation 
option when you boot the program again. 

The game’s control configuration is similar 
in some ways to Links LS, utilizing the full 
motion of a button press to govern a given 
action (there are no additional actions for 
owners of four- or six-button pads). For exam- 
ple, shots are taken by depressing a button, 








holding it while the stick is raised, then letting 
go, thus producing several distinct types of 
shots: snap, slap, wrist and wraparound. 
Prospective players note: by signaling for 
a line change while you’re rushing the 
puck, you'll often trigger the other team to 
make one too, meaning you'll be strolling in 
alone on net — a glorious scoring trick that 
must be considered one of the few AI holes 
in the game. But negatives aside, I really 
wanted to win the damn game, and that sig- 








A The Sea Worms and Canucks bat- 
tle at center ice as a linesman 
gets set to follow the puck-carrier 


io | 
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<4 The Worms’ Owen Nolan gets 
pumped up courtesy of the Solid 
Ice player editor. 


nals that there’s something very 
right lurking here. 

Solid Ice is a spirited and 
thoughtful first effort from game 
designers Strategy First, one which 
can’t help but leave hockey simu- 
lation jocks eagerly anticipating 
future revisions. In the meantime, if you’ve 
got the patience to grow accustomed to those 
confusing graphics, this is PC hockey with a 
difference. — Gordon Goble 
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Basketball is a game of streaks. Get off to 
a slow start? Not to worry. It’s inevitable 
you'll come back in a few minutes. NCAA 
Championship Basketball gets off to a bad 
start, starts to look like it’ll come back and 
then continues its path to defeat. Fans of 
college basketball will enjoy being able to 
take over one of the 64 teams as 
they guide them through a sea- 
son and/or the NCAA tourna- 
ment, but players looking for a 
refined basketball game should 
look elsewhere. 

After loading the game, you'll be 
forced to decipher an obtuse inter- 
face (you’re never quite sure what 
to click to advance menus, and, 
inexplicably, the game’s mouse 
control disappears once the game 
starts; more on that later). Once 
into the playing part of the game, 
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INMENT DOS ket 





you'll be taken aback by the primitive player 
animations while at the same time be some- 
what impressed with the decent court render- 
ings. The game scrolls in large chunks rather 
than smoothly and consistently. This causes 
you to suddenly face a different direction 
then you may have previously been headed; 
assuming you were holding the gamepad in 
one direction, you may suddenly change 
course when the screen re-orientates. The 
controls are generally sluggish, with shots 
and passes failing to register. The gameplay 
speeds up and slows down periodically, for 
no apparent reason. The ball physics on the 
rim seem off. Shots are either in or off the 
rim — there’s no bouncing on the rim at all. 
Computer players have, on more than one 
occasion, just stood around and held the ball 
until the shot clock expired. 

Curiously enough, despite its enormous 
flaws, NCAA actually plays a more accurate 
game of basketball than either NBA Live ‘96 
or NBA Full Court Press. The slower pace 
means you have fewer of those ultra-high 
score games, and you can actually plan pass- 
es here. Unfortunately, the sloppy controls 
and lack of freedom of player movement 
(just try to drive baseline — it’s futile) betray 
the otherwise challenging AI. 

The interface also manages to fall short of 
expectations. While it was an excellent idea to 
put a time limit on time-outs (forcing you to 
think on the fly), not having the mouse avail- 
able, and utilizing a particularly clunky joy- 
pad interface doesn’t endear it to the user. If 
the designers were going to retain this sort of 
interface, a better solution would have been 
to allow the player to pause the game, select 
their substitutions for the next dead ball, and 
then automatically substitute. If it were a sur- 
prise time-out by the opponent, or you were 
caught off guard by the dead-ball, then you’d 
have the time limit. 

All of this would have 
been forgivable if the 
most interesting feature 
had been better imple- 
mented. If you choose to 
start a new season, you can take over any 
one of the 64 NCAA teams present. The first 
thing you’ll have to do is replace your outgo- 
ing seniors. The game then becomes a 
recruiting simulation, where the player has 
15 attempts to recruit players from around 
the country. These attempts come in three 





The crowd goes nuts in a pressure free throw 
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It’s a Terrapin. A fighting turtle? 
Who came up with that one? 


levels, and each player has 
certain preferences. Recruit a 
local boy who’s already favor- 
ing your school heavily, and you'll get him 
easily. If you wait on him, or don’t recruit 
him heavily enough, he may be stolen from 
beneath your nose. 

This part of the game is fascinating and 
well implemented. Unfortunately, you can 
only do this one season at a time. This is an 
incredible omission, as the potential is there 
for the game to allow the player to take over 
a mediocre school and turn them into a 
national power over the course of a few 
years. Every year you'd have to re-recruit. 
Unfortunately, once a season is over, you're 
back to square one. 

There are a lot of good ideas present in 
NCAA Championship Basketball. If they'd 
evolve the recruiting module, re-do the action 
game and refine the interface, they could have 
a solid product. Until then, it’s back to the 
books for this underachiever. — Steve Bauman 


Review 





Well, it’s been a long time, hasn’t it? 

EA Sports hasn’t seen fit to bestow upon 
us a Madden PC football game since, well, 
since their inception (the last one, John 
Madden Football II, was released as an 
Electronic Arts product). When EA Sports 
announced Madden 96 last year, we waited 
with baited breath. It didn’t ship. We worried. 
And waited. And waited. Still nothing. 
Meanwhile, the competition kept on churn- 
ing out quality products, with the Front Page 
Sports games being the most well-rounded 
game on the market. 

Now, the re-christened Madden NFL 97 is 
here, and it has a lot to live up to. So much, 
in fact, that it was probably doomed. In a 
nutshell, if you’ve just purchased NHL 97 and 
you expect the same level of technology in 
this game, you’ll be extremely dissapointed 
with the sprite-based engine and complete 
disregard for Windows 95 compatibility in 
this game. If you’re expect a serious simula- 





The Trojans dusting Kentucky? Must be a 
computer game 


tion along the lines of the Front 
Page Sports games again, you'll 
be disappointed. However, if 
you're looking for an entertain- 
ing arcade game, you’ve found 
your game, with a few caveats. 

When you throw the players 
on the 
field, the 
first thing 
you'll 
notice is 
that the 
players 
look fine, 
but they 
seem to 
lack 
frames of 
animation 
(much 
like La Russa). Because of this, players jump 
around a bit, lacking the fluidity of even FPS: 
Football or any of the games on the next-gen- 
eration console systems. However, the overall 
crispness of the high-resolution graphics 
allow you to follow blockers on running plays 
(no mass of pixels). 

Madden 97 is an odd game, because for an 
arcade game it lacks the exaggerated feel that 
you’d think it should have. You don’t feel the 
tackles because the visuals and sound don’t 
convey the violence of the sport well. NHL 
97, on the other hand, does a masterful job, 
with flying bodies, flips and all sorts of other 
eye-candy. 

Other facets of the game seem slow. Passing, 
for example, lacks the razor-sharp passing and 
diving receivers a game like this should have. 
The ball floats around (it’s also enormous), and 
receivers almost always jump straight up for 
the ball (stopping any momentum 
you'd get from hitting a receiving 
in stride). Tipped balls always 
drop slowly to the same place, 
and you can’t catch them. 


Barry Sanders of the Lions gets tack- A 
led. The running game is done quite 

well in this game, with running for 

holes being particularly fun 


It’s Pat and John, talking upastorm. p> 
They’re fine, but the overall level of 
chrome is down a notch from normal 

EA Sports products 





Football grognards will complain about 
the lack of a play editor, though the plays 
that they give you are well designed and 
complete. The AI totally favors teams with 
incredible offenses. The Detroit Lions, for 
example, are the easiest team to win with 
because of their amazing receivers and Barry 
Sanders. Most games are high scoring, which 
doesn’t bother me (I can’t play defense to 
save my life), but may be problematic for 
purists. The play-calling on the highest skill 
levels can make for a challenging game, 
especially if you take weak teams and pit 
them against the strongest (just try and beat 
the “EA Sports All Stars”). 

If you’re into multiple camera angles for 
viewing the action, you'll be disappointed. 
While you can watch replays from any angle, 
the game action is limited to a blimb-view 
(useless), a side-view and a view from behind 
the quarterback. This really isn’t a problem, 
because the QB view is the only one that’s 
really worth using in a football game. There’s 
only three of stadiums in the game; generic 
grass, turf and domed stadiums. It would 
have been nice to have seen more variety, 
perhaps some of the football/baseball stadi- 
ums with dirt infields. While the actual fields 
are quite nicely rendered, an extremely 
annoying effect occurs when the ball changes 
sides, either via turnover or on a punt or 
kickoff. The entire field rotates, pausing the 
game while it does this. For that brief 
moment you get disoriented and it definitely 
stops the flow of the on-field action. 

Overall, Madden 97 is a respectable game, 
but it’s not all that inspiring. It’s good to see 
you back, Mr. Madden, but next time make 
the game a little more... Madden. The game 
lacks his in-your-face abrasiveness. It needs 
to roll around in the mud and tighten up the 
arcade action. Eliminate all of those pauses 
in the action and shore up that AI and you 
could have a winner. — Steve Bauman 







4 Emmitt Smith up the middle in the 
SNOW 


COMPUTER GAMES 








Say 


tic sights, sounds, 





bbe of catching bass? Ready for a challenging fishing sim? Welcome to the relaxing and challenging world of fly 
fishing on your PC. The Art of Fly Fishing Volume I recreates this skillful sport using live videotaped footage. 
Fish three of the United Kingdom's finest trout and salmon rivers: the Blackwater, Spey and Test. With the sooth- 
ing sounds of nature and the intricacies of choosing the right equipment and flies, this fishing simulation puts you 
right in the water. 


KIDS TO ADULTS 


The Art of Fly Fishing is not just a fun fishing simulation; it also contains an extensive library of information to 
help you learn more about the fish, their habitat and their behavior. Choose your fishing spot based on conditions 
including time of day, season, temperature and water currents. Once you've chosen the right conditions, a variety of 





flies and rods will help you land the fish of your dreams, provided your casting skill is up to par. After you've prac- ©1996 Arc Development. Published 
ticed, invite up to 5 friends to enter into a fishing competition where the winner receives a cash prize and the by Gametek, Inc. Distributed by 
opportunity to upgrade his equipment. The Art of Fly Fishing; the only fly fishing simulation for your PC. Philips Media. All rights reserved 


To order, see your local retailer or call 1-800-340-7888 





This month, seems like Duke3D has it all 
over Quake, at least from the letters we’ve 
been receiving. 


First up 

Here’s another two cents’ worth on the 
Duke3D/Quake debate: Both are great 
games, but as an older gamer (Thirtysome- 
thing), | just have this to say: 

Duke3D has to be one of the most enjoy- 
able and endearingly funny games I’ve 
played in a long time. Duke3D has a sense of 
humor (and really bad karaoke singing), 
great level design, and an attitude of sheer 
fun. Quake is sombre, gory, dark, and severely 
in need of some Prozac to lighten its mood. 
The soundtrack, on the other hand, is a great 
work by Mr. Reznor et al, and should be 
released on audio CD, and is the only reason 
| bought Quake. [sometimes we wish our read- 
ers would do a better job of looking after 
themselves, <sigh>...] 

id software should also realize they do 
not have license to ridicule gamers for quit- 
ting games by calling us losers, quitters, call- 
ing on Satan or comparing anyone who 
doesn't have the money for their product 
deadbeats (now who needs the Prozac?). It’s 
extremely off-putting to perceive the 
unabashed arrogance of a company who 
thinks they are the only software company 
on the planet.Who do they think they are, 
Bill Gates or something? Granted, most of 
the planet has played or owns a copy of 
Doom, and Doom’s programmers made a 
great deal of money and own great cars, but 
| for one am not impressed.! would much 
rather laugh and enjoy what I’m playing 
instead of being insulted. 

Bland Rooker 
Colorado Springs 
squid@sisna.com 


Dear Bland, 

Four wheels and an engine gets you to the super- 
market and back at 40MPH no matter what you 
drive. For fun, try GP2. Feel better, now? — SAW 


A less mature perspective? 
Ok, I’m here to write about Duke3D vs Quake. 
| have both full version and | have spend 
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hours playing them both on single player and 
on modem and | have to say that Duke3D 
kicks Quake’s butt [speaking of original, howz- 
about a fresher verb-phrase? Like, say, “steals X’s 
thunder,” or.. well, you get the idea. ..]. Quake 
has good graphics and blood. That’s all. 
Duke3D on the other hand has humorous 
things and is also kinda bloody. But let's get 
into the gameplay. Duke3D enemies are not so 
smart while Quake is a bit smart,but some 
enemies are too lame. Like those knights with 
swords.| once fought three death knights in a 
hall way and | killed them all with my double- 
barrel shotgun. And not even a scratch on me. 
All | did is run back and stand there and fire. 
They don't have guns. They “run” up to you 
instead. While Duke3D enemies may be stupid, 
they sure have guns and good aiming!!! Quake 
has good enemy animation when they die 
and good graphics, but that’s all. Most of the 
levels are so dark | can't really see the enemies. 
And almost all the levels are no good for 
Deathmatch, because the levels are too big 
and confusing [play more and learn]. The prob- 
lem with most levels is that you can only go 
one way. From start to finish. With all these 
platforms, too. And the weapons are ultimate- 
ly boring. Two shotguns, two nailguns and two 
rockets. Wow. And there are no really challeng- 
ing bosses. The first one was a breeze. Second 
was ok. Third was hard like crap. But overall, 
Quake is not a game worth buying. If you 
don’t have Quake and want to try it out, play 
Doom. Even Doom has better weapons. 

And now for Duke3D.This game is the 
BOMB!! | have been an id fan since Wolfen- 
stein/Doom came out. But id is old. All their 
games have to do with Satans and dark, 
eerie levels. ln Duke3D, the game is a /ot 
more realistic. Bullet holes on walls. Shoot 
trees and they burn up. Kick trash cans and 
see rats come out. A cool, movable train sta- 
tion. Blow up dead bodies. Take a leak in toi- 
lets and flush them. The Dukematch is like a 
drug- TOO ADDICTIVE!!! It’s a lot more fun 
setting traps in Duke3D than seek and 
destroy in Quake. | love to set tripbombs/ 
pipebombs and watch other players fall for 
it. Duke3D is a fast-paced action game that 
keeps people on their toes. The weapons are 
more interesting, and there are even items 
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such as holoduke, jetpack, steroids and 
nightgoggles. Dukematch is more challeng- 
ing than Deathmatch. As for Duke3D, it’s 
“how” you use weapons, not who has rocket 
launchers first. And in Dukematch there’s all 
kinds of stuff you can experiment with. Hide 
behind dark corners and RPG his butt when 
player 2 gets into a corner. Every single 
weapon is different. Overall, Duke3D is more 
fun playing, because it’s “new” with all those 
new life-like levels and objects, while Quake 
is old news because we have already seen 
Doom and Doom2.| can't believe Quake is 
not as good as Duke3D even though it came 
out later than the latter. Good job, 3Drealms, 
and as for id...see ya later. 
RedPotato@aol.com 


Rant farm 

| just cannot understand you at all.....You 
have THE best mag on the market for serious 
gamers and yet you are playing around with 


Ok, | know, | know “Grow or die,” right? 

But, ever heard the statement, “if it ain't 
broke don't try to fix it?” 

It took me ages to get my local stockist to 
re-order it for me (UK), and then | find you've 
gone to the “stars” format in “awarding 
points’...’orrible! 

Let's see your in-depth critical reviews 
based on GAMEPLAY, and not on advertisers’ 
wallet sizes. 

Also, while | am having a rant....(oooppps | 
mean word), when you reviewed Mercenaries 
where were the details on MultiPlayer then? 
Am | wrong in assuming that Mech2 is THE 
multi-player game? Did they sort the lag 
problems out? Has the MS Sidewinder bug 
been sorted out in Kali? Are Activision going 
to sponser any of the Kali NetMech servers? 
What ARE the MercNet details....? 

WE WANT TO KNOW!! 
Hellrazer 
Khan Of Jade Falcon GC Server 
Stephen Page 
hellrazer@pncl.co.uk 


(he’s not done... he can’t stop!...) 


P.S. Also, you left out any mention of multi- 
play in your Syndicate Wars feature, does that 
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mean there isn’t any or what? 


Dear Stephen, 

We're a bit remiss on multiplayer coverage, 
admitted. Both Mercenaries and Syndicate 
Wars have multiplayer support. We continue to 
note that it’s still a small segment of our audi- 
ence which has the time and money and inter- 
est in sustained multi-player. That will 
change... and so will we. Our edit has nothing 
to do with size of publisher, I'll guarantee you 
that... - SAW 


If you had an 800-page magazine... 
Just wondering a few things about the 
review of Back to Baghdad. You talked a lot 
about the radar and flight models which it 
seems is all anyone ever talks about for this 
sim, fill us in on the details. It’s beginning to 
look like everyone engages a macro when 
someone asks about B2B, MACRO ON “It’s got 
a really great flight/weapons/radar model” 
MACRO OFF, end of description. Seems like 
for the money stores are asking for this sim a 
better description of the features the sim 
offers is in order. For instance... 

1. Does it come with a mission planner to 
allow for different ingress and egress way- 
points to targets, or to allow for completely 
different missions to be built? Can you 
exchange these missions with friends? 

2. Does it offer a Mission Recorder so you 
can see exactly what you are messing up on 
complicated SEAD missions, where timing is 
everything? Can you send these video 


recording to friends to show off or get 
advice on different tactics? And can he 
decide to fly it at anytime during playback to 
see if he can do better? 

3. Does it have comms to allow H2H play? 
‘Cause no matter how good the ‘puter is, a 
human will be harder to fight? And lots 
more fun. 

4. What types of Weather are modeled? Is 
it possible to modify the weather? Can you 
adjust the speed, direction and altitude of 
wind? Is it possible to change density alti- 
tude? Can you create turbulence? 

5. Are aircraft failures modeled? Can you 
create them to practice, say, landings at night 
with no HUD, no Pitot with a crosswind? 

6. What different types of views are avail- 
able of the active objects in the sim? 
Another great tool to see what your doing 
wrong in missions. 

7. How is padlock modeled? Does it limit 
views to what a F-16 pilot could actually see? 
Does it take LOS into account? 

8. Is the manual that comes in the box 
thorough in describing how to operate the 
systems offered in the sim? Not the tactics, 
but how to operate them? 

Please understand I’m not trying to be 
unreasonable. It’s just that very few people 
have offered up complete reviews of this 
product, | had hoped for more from y’all. As 
well, any jet combat sim that wants to be 
number one and that charges as much as 
this one does, should offer the tools to learn 
it and the features to enjoy it. None of the 


features I’ve listed are unreasonable or par- 
ticularly novel or arcade-ish. But seems most 
people want them on top of a great flight 
model/weapons model, especially if you're 
asking a lot of money for it. 

A while ago | wrote a little thing on the 
C.S.1.P.G.Flight-Sim newsgroup called “ALL | 
WANT IS SVGA FALCON"..it was well received. 
And the bottom line was the word “choice,” 
it’s important, as you point out in the cur- 
rent issue...! want choices on top of a terrific 
flight model/weapons/radar model. Does 
B2B offer choices? 

By the way, | found SVGA Falcon3; it's called 
Su-27 Flanker and it's where | got the above 
list of features and more. Lots of choices. And 
brilliant H2H via Modem to modem. 

Pierre “PAPA DOC” Legrand 
Damage, Inc. F3 Ladder team 
Infamous Flanker Pilot 
papadoc@ix.netcom.co 


Dear Pierre, 

Would that we had the room to comment 
extensively the way you suggest with every 
new product. The kind of coverage you 
describe would've taken about 3x the space 
allotted. We have to make choices each month 
on what to feature and what not, and the 
unfortunate fact is, with limited space, we sim- 
ply can't always provide the kind of detail you 
describe (especially for, in our opinion, second- 
tier products). | suspect other mags have had 
the same situation. That’s what the Internet’s 
for. Everyone log on. —- SAW 
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SCHWERPUNKT PC WARGAMES 
<* WAR IN THE EAST SERIES <=> 
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exciting “War In The East Series.” 


Other games available for the 
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No kidding.” 
- Cindy Yans 
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Violence. Explosions. Profanity. It's a Drink beer, visit exotic lands, Amazing Artificial Intelligence 
game designed to become an obsession. Mall Biat-Mialarelelicollce plays like it’s got one. (A big one.) 
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Tank Platoon® 2? 
Stop waiting 
hecause iM1A2 


Abrams is here.’ 


—Computer Player 


iM1A2 Abrams: 


“One of the Year's 


Hottest Games.’ 
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I. 1989 the ultimate tank game was M1 Tank Platoon® from MicroProse® It 
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Now, Arnold and “Wild Bill” are at it again—ready to 
deliver the next “Best Tank Game Ever” in iM1A2 ABRAMS 
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la [-¥- To CoM a [-)- 10 Mo) ga Qolo)o)-1e-] (A -Mere) ge) oy-] aie) mle] om ve, eight Players! 





Get all the details at www.tank.imagicgames.com. 
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